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This official seal is-your assurance- 
lhat Ninld"id$- J has vipwr:d ibis. 

fit J u 5 f tfini2 ihi'al r hrn. si'i k ! :>ijc 

■standard:- ic-r craa-taW? m , *wijTKHsliip 
retiat'Syand cr^crkiirrrcnf -dun. 
A&vgys tail for fhii itfisl w'hgfv bttytyg 
Som^s -$fyd ^ to antfu** 

tiortiplete rafnfKlhbiliJy wjl-b your 
Nntendo t^Briouirerf Syslm 


Ninli 


iuio 


a 


hr ik America Corporation warns to ocmgrfituEate you or your purchase of Dragon 
Warrior IK Before playing th*s game C'ease cake a few minutes la familiarise you 
with tnis manual. The difsctions and caullpns wil tell hew lo properly use and riiji 
D fag or Warrior III. Please keep this manual in a safe plane tor future reference 


_ PRECAUTIONS _ 

1} Th*& as a high precision game. Keep n away Irom exlreme ternperatgre and 
mechanical shock at all times. N&v©r disassemble th-e Game Pak for an-,- 

r-eaSdn. - 


2| Do not lauch Ihe terminate with your hand Oo no* QOi them wfll cr dirty. 
Doing so cc-uhd damage the Game Pak 


3} Do not Clean with befi 2 ene, painl thinner, alcohol. Of othGf such solven-l*; 



A WARNING: DO NOT USE WITH FRONT OR REAR PROJECTION TV 


iwt u» a from or rear projection fefcpvlston wijh your Nintendo- Entertainment System* 
i'NESI- and NtS g/mm> Ycor profedioh television st/een may be pefflianefrily dcirmptiit I 
vnjofii games wtti stationary screens or psttims arc played on ^xir projection tetevftiQJi Smiiig 
damage may occur ii you place a wleo game on hcfcJ or pause H you lise your prapsdtort (ifctvtilnf! 
with NES -games, Nintendo Ml- no! be tefete lur any damage. This situa&on is not causucl hy n 
detect in Hit! NI.S Or NES games; otiier freed \r fepetitve Images may eOiffia Ear liar ctimiif'i ■ 

a proiecticn tetewsioa Please contact your tv imn^ediurar for further information 


ADVISORY 

READ BEFORE USING YOUR NES/SUPER NES 


A very small part op at Ihe pom-rtwr nr-ay e*per*6nee ftpr eptic soizaws When viewing certain ifimiM ■<# 
idling hghls, ar wmr* IhW *-e commonly present in CUf dfrly euvirdnnwr*. Th« pwr.ur* n4tf 
fiKaeaRnoe ewzutee while wateh fig some kinds irf television picturra gr pisymjj eefiahi ». ■■ i•. i^iiai 
WSfyWB '«nc hSfve no I had Any ptavkius- sr-z Liras may nnnpth?rfes& have -an u-'ieweLli d u|ill#|ilHi 
COfHSLiCy- 1 . we tfiafl ymr r.grc-yjH your physlMn H yCKl have an fipleptic condtibn ai H yuii 

eifiefiaroe iLTiy al :he Iblpwirg sjmhptfiri« ®h»Je pay-nfl vdeo ytamtis alierad vinbn, mu*.-}. .. 

DUirr nvglunl3fy move men Is. I OSS at a#ar£r>e£& al yaur suroundbig^. mental OOHlUf ? i:-n .h'mKM 

cpnvulskjps. 13 



Section I: 
Section II 


Index 


but uu MO i read SRCtiofi. II at first. You nr 1 ,ay 
wanl to refer to Section It tor maps ol cavers, 
towers, and castles, but you won't enjoy the 
game as m-uchi if you depend too much on 
Ihe information provided in Section II. 

* Section I explains the commands and the 
features of Dragon Warrior III With the 
information about spelts and items on the 
Dragon Warrior Ilf Mac Poster, you should 
be abb to start your quest. By gathering 

information from people {or animals!) m 
the game, you should learn howto 
proceed, # k . 

- it you gat stuck and can'! figure out whal to 
do, try remembering what you have heard 
and seen. Chances are there was a due 
which will put you back on track. 

- I s you give up figur ng out how lo proceed, 
refer to Section If for hints. 

* Use Ihe does in the Ultimate Hint seel ion 
onJy as a Iasi resort, 

■ Save your game periodically, especially 
betoro venturing info new territories or 
attempting things you are unsure about. 
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Bushes 


j IJ Craggy (Mountains | D| Poisoncus -Sw^mp f 11 

Don't QQr 4 lse 


Id: 'ctls. To 


|i >i passable with damage 


% damage from 

tne StepGuare! spdi 

e S. Shrine 


Castle. Town 


r ijwi i 


SI'rine 


The Magic Key ear 
open Thel's Key Daa 
■H5 w- as Magic Key 

SaDfs: Jhe final Key 

can ec-sn an ihree 
tyoas. & dears. 


Mage Kev Tto r F n a Key fJ oq 


Dungeons 


Pyramid 


GEOGRAPHICAL FEATURES 



i 

lea 

V A t■ S r Cr 

f *Pi fS iw. 

v ** Bj* ; it p 

p ^ ^ • f* • ll" 

[st J 
Pjt, ** 4 ^ - j 

M tv *- -* 0 

rmiwTMTf 

| PC 5 


Thftdcors in 
dung-earn* an? larger 
rhat ihe doors ir 

Icjwns arid ensiles tuil 

car m- opened fry the 
fame keys The F nal 
Kay opens svsry 
door. 



Thiefs ey Co: r 


Key Doct 


Rolling 











CONTROLLER FUNCTIONS. 

STAR TING THE GAME . 

COMMANDS IN CHE OPTION K< Rl EN . . 

BEGINNING YOUR QUEST. 

Cl ASS DESCRIPTION . 

STORKS A Sin OTIEER FACILITIES . 

I N hi NC A SE SSION EECOIR RIY. 

THE TWO WINDOWS. 

COMMANDS IN THE WAl K A BOUT VIOI >E. 


< T IARAC TER ATTRIBUTES (INTO). 

EXAMPLE: TRANSFER AND EQUIP. 

COMMANDS IN Tl IE HOI II INC MODE . . 

DAY AND NIGHT , .. 

MORE ABOUT FIGHTING. 




The Castle Town of A!Lilian 
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CONTROLLER FUNCTIONS 


i ♦Control Pa<! 

iVIdvh (ind ‘pour jJJica) an chc screen 

and mu v^h ihc tfunur ► ui Jtfty ul •.h\ v.-iri &:■ o ,5 


r 



Litton 


Ali l> 

('mcch *rJcrtKHis □tni> , 'oT lens ycoi go 

I i *m pN-vimu wiiHjbow/(i:rcun. 


1#A Button 

IStinj^s up die Comm.ind Window Lot Llx - screen 
if 31 is ikk cir-iK-e slrcidy. Him era your 
■L'lu-I rilin'! v. I irli I In'- '^r -1111 l i j rid. WiCHWIW Tlld 
trtffcfc# V.- 11 . j.1IVe 4 ■ up ms r|t=r -Fii cis, Afeo 

wher-T n flashing in :he l est Wimkiw. 
p read rag ilie A Lin r ton display* on □lidsumul 
iTK3i*gf: 


■ START Bu«on the t''jx- n i n ^ Setm* 

fc SELECT Bumm is not used. 


STARTING THE GAME 


(ti^n; your I >j':LL'->n W&iTfor Hi (Lime Pak i nm- your NES ns described in your 
NES OftiuroJ deck manual. Turn rhe POWER on, Affci rhe company logo is 
displayed, the Title Screen (picture 1) will appear. U will change 10 rlie 
Opening Scene (picture 2) automatically. Press the START Button or die A 
Line [cm ro bring up die Option Screen (picture 3). When you play the game 


lor die first rime, only die IJjLCItN A NI-.W QUESI command will appear. 
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Picture L 


.1 ». 


Pic ruit 2 


KgtfV 



Picture 3 



COMMANDS IN THE OPTION 





CONTINUE A QUEST 

Lees von continue j saved quest on the Adventure. 1 Log. 


BEGIN A NEW QUEST 

Lets you scan a new Adventure Log, Up do three Adventure Logs at 3 time 
may be stored ill the Game Pa It (This, command appears only when ai least 
one blank AdvonCure Log exists.) 
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COPY A QUEST 

l.cts. you copy an existing Adventure Log to a blank Adventure Log, 

ERASE A QUEST 

(.etc you erase an existing Adventure Log you rio longer need 
(CAUTION; Once \v>n have erased an Adventure I og, you cannot retrieve it. 
He certain yon want to erase it. 

CHANGE MESSAGE SPEED 

J its you change the ie>f[ display speed during play. 


SAVIN G THE GAME 


Y^u can yom j^mc by visiting my onie of the Kangp< arut.-'csr oihc-f 
characters who- have *i to chi Imperial Scrolls of I fonor When yim wav - 10 
lest frcwil the game aftt'r rtiruUKitH? LG Ji-oL-d the Y\ I :-SL l Button 11 while 

nil fling off she l ? OWiR, Odiorwi^, ytw may dajmagc ihc ■■ a!H a Me sj v:■ A 
ittfcirtiuri'CMi. of your rartie. 



Pfmtre 4 


BEGINING YOUR QUEST 

Select BEGIN A NEW QUESS'I >nd press the A Button. The 
available Adventim Logs will appear. Select Dire. The 
wi ndow to register the name of your diameter (who 
will be the k» A-t of your party), .will appear (picture 
4). Select Setters with the + Contra! Pad and enter !hem 
by pressing tin- A Button, erne at a nine. I ('you make a 
mistake, use BACK to write owr a letter. 

You van enter up to 8 letters and --'or ntaiks, including .i blank space which K 
located be low the capital V, but only the hist 4 will he displayed during 
play. When you are finished entering the name, wlect END and pus* the A 
Dutton. Then enter the sex of your character and the message speed. Your 
lUiesi will begin momentarily. (Pressing the II Button at any time will let you 
re-stan the BEGIN A NEiW QUEST procedure,) 

You are the voting Hem of Aliihan. The character 
sleeping in the bed is YOU. Your mother says you ha*e 
m see the- King of Aliahaii today follow her and she will 
"■bon you rhe path leading to the castle ot AlLillian. 
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Go 


Go; Straight ahead md enter the c-iiM k*. Take the Ojir 
in iTemt ofytn .1 to get to the second flour. Approac h th-. 
King and listen to what he has to say, "Thy ciu^mv sba 
he the Awrhlknd IW^iuos ., 11 says die King_ I'tusiinp; you 
to surr-red. he wil! ^ve you hH V pieces of Gold. 











Tho King has been 
mailing for y<*J. 

I 


Tlse King ;uid his coi ntei »r sty trawhng a&£w will he coo (foj 
You need to orij,mi 7 e an expedition; party. 

Mace,. die eatery fecuced. in d>e nocdiwest 
c tictikt oft he cisdc Down ofAlinhan, 


cart recruit up 
m three allies to help you ini yourquat Walk up to the 


counter m die ! w. k 


1 uisi (the wcmiri behind die 


counter] and dtt A Hutton. The t ■fsnim.iiid 
W irvHnw will come up. ScktE TALK md pn-w the A 
I 5 ultt.ui to tidk to her (pierim- 5 } When jskod what you 
want- -«fcct AI H > »V 11 Ml 51 K She will record the curra sr 
ecmtJjftTME in d:c IrnpCfbJ SctsjOh of] IcMioraiul .show 
die llsr of irvailabte charaorers. A customer in die eatery 
rtxniTimerid^ you nsdrnit .1 SolAer, ;i Pilgrim. and a 
Wizard 




TO TOLlI 


Jnitolh" three n^fly -iiakle cIllt jam are atfaSabk*, but 
you can tepfler rh.ir*Ters of your own otatfoca. To cfo 
toe. .go upstate to the Hall vf R^snatioii. 

You can r^-i 1 ip to 11 diiniclm. You will |>rdbdbJ:y 
eiij*. iy wnu'qu^il even iriore with your favorite aHk*. 


Ff you wnt u> n^i^UT i k^rnckTs of your own LTLiiikm, ^c> Kj chc -counter on 
d-.L- itviHtJ -floor of the.cjii-ry aa*.! st-ln 1 I AIK When die win-low to iepst<cr a 
itaim- iippeirs, ltsi lt a name, After selecting die class md ses of the cteuttcter, 
"Tfv. the A Huuon to sec his/her piiitiwin infonnaiien. If you Hike wkatyou 
see, Hiiiwcr YF.S, < >rherwise answer NO. Repeal the process for additional 
chancrerL After you rite dciri*, 'go ’dawrar-aijs to Luka. Your newly ragiKPobd 
Lhai aLteo shonkJ appear on die List and you can- 


CLASS DESCRIPTION 



Wizard 



11 “b." hi-n: i:I I Ii'jcmii 

Wwriw Ul, viiii, mn iw 
vrt'jpore md imh.-r v-xT 

W> Eu-lK CHttfckJi.-. fiefC-tly 

V«u 4 k? Luvr Oa- jfclih 
wv-wspclll S^rtP-nl 
liw ipf-ls wiuiti wm 
Iran " ill r-.--scdiKfvc 

lo Will. 


A %lmiis pr - (cvmhi?J 
TIpc Soidjci 1 ijn t ^. 4 

■N|iikwl w.*idi m:r-l 

uvffi3fl< ¥tfvmri J»d 
■ nurhiv-iidr gpowdi 
rrts Ii^j.Ii. bt/iht ‘All 
Pi-.-fH 11 r ■ 1111 1 ■ 1 j/ix.v-n :.l 
. ^Iv WWwv i>. 11:11 
I ih - J#k'. dVHIi^L aPMS 
: j nfieri JeWlpdi 


w jbfecY r-> i;*a 

lilJlifh hoJlIil; iT‘™J 
iiidiMit . 4 H.K k •■j.M.k*. j 
Pi%cicr... ,„ |,. K k yatli 

pjn-i up erc^uiy r 

sm Til * • 

hiiik-- Y I •?/ db:. Hr* 
icL^u-dy pMjd 
SlTtJFM^TH jikI<jii Ik 

■B-vh rvur,v 

v^L^pccfri-jiid 3 nr-*r. ftr 

ri-L^Ki li-rrl-. Iir-'dli. 

Villi IrArii |ki*.m‘:Iii! 

acus'k $oa. 

A '-|KLiilc-l uT iilU\ 

tfKlk H.VCII Jl ll'Mtl 

kyjk pH . 1 '-L i/.ml-. jii 

iik- '■tn -Avriwc *ttsM < 

■|>dh. I if! i*\r sl-T. hr ' 4 lc 

b-L vmiENfc '1 H! i ikI 

hs-'hi.T fo- - k I h i pav r 
and I Vfrfl^ 1 ‘nwr-r a. 

I:’iW cot’fftfttd C-> dlDSC of 

111 ll:r oOlvi 

1 •’ >. ->j TJir Wi;iiii ivin 

be ef^^ped -i 

limiwd fiiiinbcf « 

■ivr.'|K«r- jiiiI jii--mm 



Merchant 



ft ll!iM«.*r iTiuarti i 

iht f : u.h r=i S 

k." JII, ■ I p: ■- I K J| JI 111 

•JX. HU-m Afar MY. A: 
rfu- ItmH Dlfrtw^. 

ii£ytkr dviiiic <z4 

.IH:t-L a =mi | a 'Tjpeii:«pJChli 

« » 

lift" JJJii-A-i h.-nv, J 

IILB&.T rrt lnirwJ ar^-. 
Ue-iJw i-jts bw ^dir 

lu 1L - -:luridtd. 'ft-'lwil 
n|inp|v-.l -a ill 1 !H'.hiJJ^ 

WrfjpCTIIS llRi'lliT ftIIA l L 

K-^kff may devreAK 
A .Vkrftfun is S^iUll] -H 

huduu: Ok hiL r iI Clt-k 
|,x n F 1 1; ■“-J1 r jIm:- 

1 *’ K , TV ‘ ^ : rT ‘ r 
jbi! 1 w w ipfcw ii»™ 

Til ir^ hrc*'hrf ^MVi 

.iHlilVjfiHJ k--. I IT KM 

ihfT' ifu- M-'r. -_j-i - 
ii jiii.*. itii- «m K 

jl-^Tiwi-d, m.1ii:dlv 

fti^itftrsF. 

WjlFk-i? K * v >Z+v rnthnrv > 
u-l'Iiv- i;j Lu 

ijk-: alunp r ^n- .|ih--x 
"lln - •I’Ti -i itdbriiiiu.jr 

d'niy. a eta 

hrt-’huT n^ipi-wdblr 

uni iiiipr^raiiabi^ 

*».-> 8 i>drviuar^^ m.r. 

II l'S. i" >iHI Ll_JJ.ll. ft-iC'IWil 

'.’fi:- k.* vd vxntM. 
rz I h t iwkviuv. vril 
btn'Oiirf nn5f«e utd wapw 
4fHUYm. l^iv'VT I. Vf’K 

■6 Iiniirmi.-j-i, lili*f*ia. 

ft 4 l^ 1 .T-irLKh‘k 3 ( LlK-TiiA- 
■CJII kr'ifl* -Jl 

■fh-Ik n| j .Hilf rir'i'- jihI j 

tfkcJtfit IJc-'VV 1 .jlill ■! 

rndf tij^w »xfl. tn»; ?fui 
Is- njn 1 j»j«■.■■.! -c ifi: irjiiy 
WK-aponc and ann^r Nw 
i-hjr.KirT ■; jii -dart j> j 

hffo iw I He pinly 
WJP. r.--K\-.K . J > hi 
ifim -riK'irdi k^priViiir 

ttinp ar^i Hj v< a 

l!i"i ■-'■A. •T’. - l-IaMi ■- 11J11 iT. 1 
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Talk to Everyone 

People in file caslle li iid the town nuy provklc vji(n;ih| k - iiitoniuriran. You 
w,itfi stirt koi ic bv tii-mgthan, sctcxniigTAI K in theOxiutland 'A i.jtkiw 
si ii j>rvv»i• jr the A Button. TALK [■> ewryunt' in the casdc town and m :li. 


Castlf of Aliaban. Can you find out what your imint-dtace wsk is? It has 
something do do with locked dooi*. .. 

Embark on Your Quest 

Outside luifc many eiiemtes. Fighting and defeating them in tank*. j& the way 
>™ gain (kjki |neceS; and E^rksftpe Fori in. When ;> cktwieA HP (I fie PtnmiK} 
till m ?K-n\ iie/slie iAe& To resture HP, stay ir m inn. Both I IP and MP {Magjir 

I’owyfJ- ai your characters will be recurred to the maximum levels. 


STORES AND OTHER FACILITIES 



Yuii will fiak) item stores, weapon F Joutt of I leaiings* and inns m many 
towns, vilhajps, and some um-vpix uxl places. lie suit- to chock cwtty rtem store 
anil weapon, store to see available merchindise. 

Stores 

They sdl Medical Herbs and other items. Yon may also sell unneeded 
belonging here. When (wo or more of you enter a imore. you wiH be disked to 
designate who t- I vuyii or selling the items. F be tota) iiiimberofycHir t iold 
piei es wjfj be displayed ;k the upper right ^i.Tioi'i of die ‘ere e it. 





Weapon Stores 

They sell disferenr Kdmfe o* weapons, and .umor. TALK to die owner across die 
counter. He will ■how yon what is for s_tJ e. Select wh-n you want to buy. If you 
do uoi see anything you war if, press die B Iklbott to cari£?I. 

Inns 

By staying at an inn you arid your allies.dm mgain the imxmium HP ,ir kI MP. 
The ocwr oc staying. Quoted try the innkeeper, rovtis yoaif entire party. Imis 
are open 24 hours a day to aLX'onmiod-re y \ hi ai. ,iiiy tinie. 

House of Healings 

House ot Heafel^ perform sraviaSi for member m your pamy who hive been 
powofieA curwdp or deceased ■ I he services arv nlabfct* are I '31TTOXICATE.. 
UKfCURST. and REVIVE. You mua pay the ptraper fee few each service, 



Vault (Located only in Aliahan) 


The vault ;«located near the entrance to I uisa’s Platx fc , Yom can leave a 
minimum of 1000 pieces of Cold and belongings there lor sj>fe keeping. Use the 
♦Control Pad to set the amount. You can store your Cold there tor tree, but to 
store your helonginig^ will cost yon. . . 



Increases the number 

A 


Moves to Iha leh 4 


► Moves (o Iha right 


decreases the nurotw 



ENDING A SESSION PROPERLY 

Your quest in 1 dragon Warrior III will be a long mid hard one. You. along with 
yfeur characters, must rest ocCiLsehimIIy. When you wis-h to take a rest, be sure 
cd saw the game by seeing ouc of the Kings and/jjr ocher character who have 
.im l-v to the [iiij iLT i.i Sk mlk of hfmaoi, Eve n if you arc 1 raiwiivusng; vouj quest, 

wtf. recommend you save the ggHhe peiukliadly so yon love the option of going 

■ — • 

back Co the last saved point. 

How to Save 

Stand next to the King. Select TALK. The King will tell 
you how i tuny f^pcricnce l^oints each of you needs to 
gi? m the t^xr level. ITove your rerordrsl in d>e 

Im^td. Sa^.i^’Hcirwc 1 , When ask^-dl if you w^h to 
cor Mil iue yc.uirjounky, ■iiKvcver N<^ to end die session, 



MPt >R 1 ANT: How to Turn otT the POWER Properly 

After the Kii^j iws&ig? ^ dispb^l, tlscnxm 
ehatigHS to die EldingIns&tyKboH Iksllowing tlie 
[iistrucuun, pum ilie IY>Wl-R offw-hiJe holding it i (he 
RI.SET Button on ydur NES. Ifyou doo't hold in the 
Rl -SI. I B.iuni. while ttirtwng tiff die I^OWER, ym. may 

dimage your valuable saved intoni/iarion and '.vtH not lx 1 

Ma to cotmnue ikim the pedne you ssveti 
To oundnueat a bttr rime, select ( X>M INUI ? . A QUEST m the Option Scrctm 
dien your Advennire Lrg, 
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TWO WINDOWS 


Ses die Text Window are tin* Coni'll Ml id 

pin Lire 6). 


Tlu- two wiitdow* you we ottc 
Window and the Siam* Windo 

The Cbtttmaiid Window — 

I !h ■■plays .i v.l ilaiLili: n:zi iium-uk To |eam how ro use tllese 

eoinmafidi., -see the seirisw entitled COMMANDS IN I'HF 
WAI KftBOUT MODE. 

Tiie Status Window-—- > 

l EipLays ]ii:LMin;uioN about vm a aid yoLit allies. H 'and M miH 
for Hit Foiriis aakl Magic Power, re^cu v > 

rbe horrom row -■! io w the l hnr.u ler,' Lew.*I 

l.ove: dumber Ls 1he cJisi of che cha-raoer 


mli 3 l; 1 tlt-, isv 


tJidu each 


PiClu W f> 


Attention to the Color 


Oringe: Someone Blue: It is night 

as Lid-eased. 


While: The nomul Green: Someone is 
color. ^enonsJy iaipartil 

What Are DE, PO, NA 

When we of these appeal* where 1 die 1 eve' number ^ iivteDy depLiyrd ir 
11>e4ii i- rhf ehiUikTi-r L* not in a normal stare due to Cruft i liiftf spelk puism 

oc other &etoi^ 

DE The character as deceased- 

Sukv^ievi Remedy. Take hnn/hcr to ,u*y I Iouk 1 ofl U^n^.iml nk fur dx- teiwc 
KEVIVtL U any ui. yuur ->:irly Idfciws j six-E Ja> fc-Wv ir a deceased character. u^; st 

PO The character is poisoned. 

•Suited IT..t i iltI 1 , : Unites issued dit charader will return pniwiKxk and li ir 

e.xh®£p LifceD he/4(jp wi| kw f lit Pmnis I Jk- .’Viy.i l1 1 »l«_- HeA on chi- chacfeuxct. 
Yniir .tDh"s may leuni a Epdl With ail Ji iBdocal etfcf L 

NM T he character’s entire tody is numb and immobile. 

Suggested Kenirth-: The dSL-ct got* away very j^dusBy Wrc to end rIx 1 nunih;kvs 
quidJy f useful Moon Herb on the duracter. Your ^JHia iruiy kri i :i spell whidl 
cqict iiuinbiim 

St The character is put to sleep. 

Sti^ge^ed Remedy: I Jete# the? rasarit# hi tin* llutchl "bunk-cojiipfetdy isr break 
Avm &iiXtssfcfl(l\. Your .Jlics nm team a specul spdl which wrskix up the 

dimed daiaaercr. 

CF The character is confused and disoriented. 

Sujqpatvd R t j i iiedy: Defoe Lhe uncut lies in the current twstk- c ampin dy or tank 
away N.ic l eraiiHy. 


|-i:i:#i;ji , 

a (nLh. 

IfW 1 L 

-jTfi-wn: 

E l«-.H 

| :-:i ni-rjH 

EffJIP- | 
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COMMANDS IN THE WALKABOUT MODE 


Bring; Up the Command Window 

By pressing the A Button while yo. . in rhe w.dh ihu-ur mode, you can bring 

up the. ConuiKiiid Window, 

Select and Enter Commands 

Select commands by using c1 1 =_* +< jutirol Pad ar.d enter these cwHiismd* by 
pre$$irig the A Button. 

Close the Command Window 

To ckwifc the Command Window. prev* the li Uiiuoii. 


TALK 

Use this Cbiumapid ro t..dk with rhe people you will 
ucct. (Yuu should speak will) v\ nviim; us g.arhei 
iLCcessiry infeirtiladori.) To tilk w ith sumctn:u. ye-e 
ii List be srjnding next ro the pc min. Turn w* the 
.iL-isLid .nid |>icnn rhe A Burton {see picuirc 7). 



1 J LLoire 7 



At a \< i >\ ot an 

3E113.. ymi can spe-T 

across rhe 

enuiiter. 



By spe^ki ilj: 
Llir-oui^h hais. you 

r.ijj Lille v. idi .i 

person in jail. 


STATUS 

Lcfs you do three things: e the current INFO (for mote about ihis, see pnge 
I.Vl of each cli.mc.TLf, see rhe current (pNDITION of each di,ira.ettT P an-J 
chjingL rhe FORMA ISON {.a line-up order of your parts,-j. 


SEARCH 

Let 1 \ von ■search the ground where \ « .m ,nv -Handing Also let* you retrieve die 
concents of a treasure chest. If you find a treasure shc-i, pl:nte yoin <hai.icfcer- 
over the rrcasure chert and select SEAKGH, Each < ha racier i-m carry up to 
eight ireins only, ifvonr chaivkter is air e.tdy carrying eight iteno. the treasure 
rttlJ he given to the nl’vi; eli.n.utet m the foniuiL^n. If .ill qjF the ch.iracteis are 
carrying eight items, you have twbchoices DISCARD an lEem and take rhe 
treasure or give up the treasure. 


WARNING Once given up, the* tfesuutf will not bo 

retrievable from the SELnlt treasure chest r 



11 









































































SPELL 

Use this c.omm.iBid m <~lnai^t majpe spells. You .mJ Pilgrim, Wi;^.ikk, md 
will Irani i r n 11 y magic spells. (See the list of nupic spells On die Drngan 

Warrior III Map Poster for detaibfc) 



ITEM 

This command allows you to see ihe items e.idi character istMiryirlg, To USF". 
TRANSFER, or DISCARD a certain item, epeeify die name of the character 
holding the item, select the item arlii what you wish ro do wnli it. {For 

Merchants only* APPRAISE is also available) 



I o upcti .1 iJksor 
and USE a key 

Hhr- sill it? key.) 


vuu must wri toward n 
■ 

(Nat .ill Houft open with 


EQUIP 

Durirtt your ioorney yon wil l acquire various k ind- iH fx]ui|xmtfH i net tidi ng 
weapons, inti i or. and -Aicldk, Von mim use EQUIP in under to make thew items 
U5tffi.il eq you. Specify due cliJriCto Hie wiwlows for Weapon. Armor, Shitffct, 
mi Hdnirt will be-displayed in this Order, Select one in each category. Note 
some character? e Minor he equipped with certain item- (See the list qF items 
m) ihe tevessc ride of rhe I dragon Warrior III M ap Poster,) WI ion an item is 
equipped the E mark will appear beside it. 



Note: If there are more wltftTioritf rlian can he displayed in one window, yon 

see die + mark near the upper left coi nei of die window-. Move ► to * 


and keep pres ring the A Uuttou until you teach the window you want. 




K now Y ou ]■ ( : h a vac re rs 

llittmiii; the following Comsil Mid 
Si-qui-iifc wiJi display the 
iilfontLltiftn about ,t ..:h,irai:H. L r: 

STATUS 

If 

(N ,i l i i g) 

* 





CHARACTER ATTRIBUTES (INFO) 

LEVEL 

I'lic IchT oi the dunn'kT. By dubr-aUng ericnne-:. mimic bqssriii-iK-r IA'jiIIW Wall l>e 
:jii:-<-U jini she -. li ir.ii ic Cs level inKn.-wE. 

\% i Ittf k vc! ii H tin- % h .1 ix ict 1 s inixifiKian I II* .iihI MP increase, and dcpt'itdiNg 

cm i the cks* t4ihv elwucBcr. N'/sbf will hum <Lill i-ri*iJi inagu fpdfe,. 

IIP (14 it iVinte) 

I Ite- iTur.icrer'-t I lit Penults decrease when enfeuvic* in-llxi d;nu;ipe, Walking wlrile 
|:riiini::\l i *i [hrnu^i daimjcu iriLii i iiiu. Demin, Mich as barrier and puhirfbcnu swamp. 

Will i: n dlA. n,-Mi- HU i-'nil IK T li-ri l ixi.ii.Eri ■.L rr.irrii V ll<. II h:k - 'he -T 11 ic raiiris tall iu Eftr* 

MF (Magic Power) 

rjiK t -1 lie- rower eli cIiaim spefk. Each tinw. a spell 15 dhajitud, Ml 1 damHi. 


G 


<Gold) 

rite* tidal number fit Guld pieces you and your ulhrt 

STKENCrTH 

This .p, i.I m- ii.ii .... tes < pcivc-tT. Mjcwt S I ttii:NG I 11 means more Attack Power. 

agility 

Ibis is the quL>. \nc-:-- of the chuiarttr. it aJrkcte >lie unicr nl'jIttUin [d&fn in hAllies. 


VI FAT II V 

I hi*- is r.hu -lIi jr.iL'ie’O cjpiciLy to grow. T In-- aihxis i nr -r. M AX. I -1 l J mi ic.i^r. 


■Q 

ITiis- itii; vrjy MAX All 1 increase 


and how la*-! tlw ehi -at i--j l-. .irnv 11na 


LUCK 

iTii- ■;L-ci ri; - i. ii ii-.s hnw hirk y The eJiarx-. :ef |rec.s when iiced wit i danger I lie i. h.i~-i». ler 
.vii.Ij '-n rh :-i I L'L, h h.*u a hi;i icr, rli.iaur -i?i KUHnii^dWJiy iroei and evading eTiennev’ 
niiii^' spells. 

MAX HP (Maximum Hit Pbfnti) 

T "tie I'ijihL-a nLiinlsrr of l-Li Poinns jnainjl'l-. by :hc ; Ihinner h IiisTum k-wJ, 

!?y \1:iy-||M .il. ,ni mu. :il| 4 Ii.ii :h 1i.T< '.till ir^.iin lllVif MU^hmiin I lit PtHIHS. 

MAX EV 1 P (Maximurn iMa&k PwwVt) 

■ ike M AX HP. die nMAmmcii mapc pm-wi wi 11 hr ir^ikic-ii by sixyiny; ar an inn 

ATTACK POWER 

I In-, nitlkairt: Inun h itin , ..i|;c tlh- t harjiiLM ran ii'il jil'i up:*ii i s Hx-intes with each 
ittiek. This "i^ire ist-tjual te» the sum <il flic «Iii;-iC ^T'RLNC l"E I xitd cMyuippcu 
we-apewi’s aUack power. 

DEFENSE POWER 

T|i'h MiJii.iies lnsw wi'll iliv ili.ir.n. ic-r lai: numnnie che damage 11 ■ Il si' k\ I by menues, 

This is(4fhtal la s m.* s.ii ii b■*I". i l-ulfofriis rltir.Hi.-L-s.-i'-- AC.iLI.LI'IY md else S"taii 

.Leteirse power ed equffped -atJiYMW- rineW s ariii hi-lcite-T. 

Espedttiee Points- (EXP) 

\v n c)inr?,. 1 e r ikrlenls enemies, i i. i. ii.ni. hUiVi^i I iejwfw-ik e t'CiinK will he q?ined. 
A/ber> a character accnmulab^N cnov^h hstpcfenJe Poirits. ne/ghv ^ II l:-c pn-anvied ro 
!:e ch/he leveL The nuniher pined depeneb on Iwu lai ltif- hftw qn-Mi^; ilic iti■ El-an - I 
•i .rihio. 11r :ii>.l h-ssw nun ; liE vliii ii cimL. io lie fen them. For L' -iiimple. if i siupfr 
I jTaei-: r r?ieuwnlc— cneu io ai d A-lexi^ rlie na, he*/jshe wilt pin a jpeot-er number cm 

’■ :^|>f rienre Ps>iiks tftan heXlie woukl. i* 1 l rhe aid <v -iPieS- 
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EXAMPLE: TRANSFER AND EQUIP 

Supper- you purchased a Ma.gic Knife arid would like to give the Copper Sword 
io ihe Soldier. You ran do rhas m chi- following.manner: 


TRANSFER the Copper Sword to the 

Select ITEM in the Command Window and prefe. 
die A Button. The window containing mriies will 
appear. Select your name and pres', the A Button. 


You 


i! now 


rhe item you wish to 


TRANSFIR (picture S). Select (Copper Sword in the 
list and press the A Dutton, 


Picture 


When she window with die conmiands. USE, 

IRANSII-K, and I )ISCAI ID appem. street I‘ 

die A 13i moti.' rhe wiiiclow with 

iiiemlxT names will appear 
{picture 7) and pro* the A RtiflbOfi. The Soldier now 
has the i joppex Sword. 


EQUIP the Soldier with the Copper Sword 

EQUIP ut the Command Window and press the A Button. When 
3=1X1 dipbyed s s c .(cci the Soldier 1 * name (picture ID). Move rhe ► to C opper 


Sword with the +( oritrol P.id and press die A Burton (pkrme 11). Non- h mark 
now beside Copper Sword The E mark points to die item dint a ttineinh 
equipped. Now che Soldier is armed with the Copper Sword. You can 
forward through all equipment windows' by pressing the- A Button and 
backward by pressang the B 1 Sutton. 


Pi ft LITE 11 


I'icnirf HI 






COMMANDS IN THE FIGHTING MODE 


I n rest h higher lewis, you and your allies nuisi 
fight marly different enemies and gain 
Experience Points by defeating them, When ynu 
come across an caftnfiy or a band of enemies. 


'JC 


vou will :i.li r-.iin .icllm 1Jv cuter the L iflitmc Mode. 

4 4 4 ? k ■ 




Picture 12 


As si is. i 11 is ymi enter i he mode, che number and 
kinds of enemies are shown and rhe Fighting 


Command Window appeaift. Detide what you 

and your allies should do and specify 

appropriate actions using the following 

it _ OorlUm'iiKk, 

ttjaure 13 

FIGHT 

This commtimc will let you attack your enemies wadi the equipped weapon 
(bare-hancleri when not equipped with anything). Speedy which enemy m 
-roup of enemies you intend to attack. 

RUN; 

Select diLs command .uni you and your allies will try tv > RUN aw ay Turn the 


cjiumies. Watch ll [* {Hie Points) in the Status Window anti if you foe I F lit Foul Is 
Irc dangerously low,, cry to RUN a way. Keep in mind, though, enemies may 
bliK k your path -so chat you won't be able eo c$c*pc. 

PARRY 

l o keep righting when Hit Points are low may hasten the characters complete 
dcKaf, U$uig PARRY, you c-m L:c rhe character concentrate on defense so the 
amount of damage itlflidved by rhe enemies can be reduced by about cine half. 

SPELL 

Select this com numd flnd |>rcw che A Button. The list of magic spelts available 
to the character will appear. Select which spell ro case with che + C.'outml Pail 
and press the A Button. 

M 'rhe character can use more magic .spells chan can he displayed in one 



v* yoii will -cC the ^ mark nr-.ii die upper left corner of the window. 

Move ► to * anil press the A Button (picture 12). The next window will be 

displayed. Keep repeating until you reach the window ynu want 
’! die magic spell to be ca®c is of die attack type, specify which group of 

enemies to attack (pitjenre 13). 
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If the magic: spell s* of the defensive type, specify which member of yom 


party ■? 



lx- nrK ctl lI. To do so. move ► to # 2 nd press the A Button tint £0 


display the members of your parry and then select the name. 

Note: Some spells do not require you to designate intended targets, 


ITEM 

t hie example of this command is the use oi a Medi.t al I L. rh k> rescmv \ lit Pointy 
dm me; a battle. Another example is to east the spell effect oi certain weapons 
and 11 tins. For instance. Thor’s Sword has an effect ixteittical to the F irvvolt 
spell when USEd dm mg l banle. Like theSPMLil command, you may need to 


specif,' who these ilralkS will be used tin* 1 Hiring; a battle, yon may not transfer 
or throw away items; however, yon may change fhc weapon yon ftphi wirk 



If you have entered a command which you w ish to change., push the 11 Button. 
Each rime you press the B Button, the previous window wall .jppe. 11 . 



When alt actions to be taken are specihcd, a round of f battle begins. The 
order of execution of the actions by participants in a battle depends on 
their Agility. I'he battle ends when one side is completely defeated* If'a round 


of a Ismle en ds wirhnnr one sj’de completely defeated, the Fiyhbng Command 
Window will appeal so that yon may specify your choices of actions, for the 
next round, 1 



Nme: If there are more selections than can he displayed in one window, you 
will sec tin- m mark near the upper left comer ot the window. Move ► to * 
and keep pressing the A Button until you reach the window you want. 
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DAY AND 


Most Stores Close at 
Mom Mores dasc .it night: however 
some Mores are open ,k night, and 
you iisay find special Lterns it these 
-iiiy^x. ! nns ns» H Hou<e of Menliifcgi ari- 
open 34 hinifs ? duy 


i n I. > 1.1 j^uii W«n rioi 31L the p.i->. >. j.e of time has a profcrtnxJ eftett 3 or essmpke yi.m may 
hiiii nfitmu p^Oplr indy during tlh: day atid oLlkri S utlly during the 1 light. W'hac pi.*s 111 !■..' 
say might 1 i-tniji J^pmiii-ng upon si iiirii you L;ilk J .o ihtriti, trio, lc IS 1 Cl 0111111 ended dut VO LI 


visit the same place during she day as wdl .is during 

Five Levels of Screen 


Only while induing in 'he field, vdll tme p-«s Wln-n you jrv in std'e pLwt-s $uch as. eaiiks 


and towns lw while you are standing in livid, tune will nor pass 


How Day 


Night Differ 


Yum Can 1 ! Vial % King 

At nurse castles. 


will stop you from 


ring iJ you visit .it night. 


Enemies Are More Active at Night 

I he ilj.iibiv of entOLiniering ciiemaes increases at night. Abo enemies' party 
formations an- iiMire toiiipliLaLcd jl night and miii 1 e tm-mies appear o-nty 
after dirk 


Foust Ways to Reverse Day and Night 

Stay al an Inn 

Stay at anv mn and when yuu wake up, i: will a 3 v.ays he morning. 
Chart Return 


After you use rite naagic ?pdl, Return, il wdl lie niLm'iing. 

Use Lamp of Dark ness 

]Tyw po>S«5 the I amp of IXirkni-ft,. use Lt. Win n you light the lamp. yi'nii can cum da 1 * 
si ico i:igSu. 

Chant l>ay-Night 

Chnrrtjltg dii is magic *p*;ll will turn din, into ntfthc and night into day. 


17 























































MORE ABOUT FIGHTING 


1 Watch Out for Enemies' Special Attack 

Some enemies Imve rhe Ability to inflict danfiogy on you in addition to 

died ordinary .^utk habits Their Sped.al Attack capabilities are listed below. 
Thu magic spell. StopSpelL caniiot block these Special Attacks. 


f-j 


d VC 


Special Attack 


■ m 1 ■ j M j 

PabunFs'v" 

■ •IS • #C3 ID • ■ 

N ui -rib 




Tarnrct 


Te l i 




One numbci Ei.iL'Jt step alter Lite Luc lie ftuh f 33* 
t. Jiflr member LU’inaini nuirih chrrai£;lKj*.it ch: 1 hand* 


Sletji 


Oiw number Plh to stee-p during chi* bande 




T-uXii- 

■ • Y —» 1 

han a ai‘j.q 


I'V 


vj • - u.. 

f ■ ■ Vr . 

■ 


AV 









wggmm-w*.'' 

Sop.rt’hn'45 



All inmibfcTi 

l:*rfi step after «hfc batik pefete 1 IS'. 9 

All mmiburc 

Afl tiH’fubejB' 

Itanium llW3> -iLim.itf.tf pcqnes. 

Kv-;: !tJv rt 1 ti-^.tfsiflL?!|4JC pttlfrfS. ;•'] 

A3 : iirCi: i \x-(■-. 

Pm ip steep. dijfi ng r\t 1 mdi- 

Al3 nwjnLvn* 

ftfliliiu IHJSIlb LlllUUftflOUfc cho fcpCLii-. v|| 



Multifile Attack 

Cur^sys fMrii-t* 

M'Ip A 
] k ip 13 


OfW r^wiwfc* .1 Jfltiri L:s/2 riic.nV.-. i :;:s-ivc ! MIM k i;a* li. 


On* flttfl ib*a 


Loft i swine M K 




The *un£ <ind i.it enemy teiy appear. 
A diderent kind af enemy nuy jtppri.f. 


2 Divide the Task 

During die fight, divide die cask of defeating, the- enemies. While the Hero, the 
Soldier, and die Fighter arc :Lct;u kin:; chi.': enemies, rhePilgrim should 
wmcetirrari? on barking rliem up w ith htfhng and defensive nin.tpt >pdk For 

example,. to heal die ally with low HP using Heal, Healmore, Healall, 
group* of enemies to flee with Expel, and increase allies" Agility with SpcedUp; 

rhe Wizard who can use attack spells, which work on a group of enemies or all 
enemies., should specialize in atinekinga group of enemies. The Soldier and the 
Fighter, who ran not use spells, should be aligned 10 attack ail individual 

enemy, m 



cause a 


3 Protect the Weak or Injured Ally 


After well battle,, ■check rn we who is. injured must. 
If no remedy is available, move chc weakest or most 
injured farther tfewn in the line formation. 

Tht* yti^-.T one is to l-u- front, like i i to re da mac-e 
he she will receive in a baorle. 




4 Know the Agility of Your Allies and Enemies 

A. Bad Example 1: Misjudging Enemies' 1 Agility 







Irr each round, the order of turn taken by patticipam - depends cm dieir 
Ajdlily. Yon must assess the A|_d1ity of each participant. For example, even if 
you intend to USE a Medical I lerb on an injured ally, the quicker enemy may 
attack die ally,defeating him/her before the Medical Herb is administered. 


B. Bad Example 2: Misjudging Your Allies' Agility 





-- tv 



JkJ * 



Likewise, not assessing the Agility of your allies, can result in iurlfieieul 
maneuvers. For example, you intend to Lise the Defence sped] to lower enemies 
defense power. But che member writh higher agility than the one who is to cast 
the- spell may attack the enemies withouc bcncucting from the spelfs effect. 


5 Surround, Sleep, and StopSpell: The Three Basic Spelts 

Ik an expert in using not only direct attack spells hue also these three indirect 
attack spdh. These are learned near the beginning of rhe game and could be 
used quite dfifectively. At the Start of a battle, use these spells to deceive 
(Surround) enemies., put them to deep (Sleep), and block their spells 

(StopSpell'p 
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The spell, 
character 


consumes 310 Magjc Power. Whfcn the MP level ■. <r. : '. mm 

can lim- Rob Magic on auurher member ot die party 


with high Ml* to get some erf his/her Mr. Of c-oui^ this so e 11 cm be used on 


ernTuU^ wish Mr; however. it may not 


work. Using: it on allies always 


w 


urks. 


pc!!: on Your Allies 


A. Put the Member Who Is Confused To 


Some enemies, such :is (terjngretsi;. e;ut t lie Chaos -.pc: 11 w hkh \m j devastating 
effect on your p.uty. A fleeted nieinbers lftcaitie confused and disoriented and 
can attack your allies! Rather than allowing him/her to 


with the Sleep Spell. To dcsi.g3i.-icf the parry member to be 
mrivc ► to ■* near du- ^ippet left comer ol 1 he enemy information 
wiiuiow and ]>5oS the A But inn. The window which shows the names of your 


party ■ Members will appear 


B* Transform into a Deceased Ally and Revive I lie Ally 


Cx Get a Supply of MP from Your Ally 


The spell, Trartsfionia, cart transform the user into 
any member of the party. One ultimate example of 
this usage i& tramfonmm|i into the deceased Pilgrim 
who could esse the Revive spell. After the 
muttfbnn eioiL use Revive to bring the Pilgrim back 
to life! f lowever, transform i 1 ig back to the original 
self during the battle Lv not poisjbEc. 
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St wJfa. ti, - : 

n^^brji 

3h'-|T fbrhf to restore HP G 

fe Altnl uo jriJifay ihf rhr inr r* trtcgswirrf^ injxuiuiTTTHRg^id 

MR 

Around, thetiiwn ol .•Man \mh ytw v.ill cnoowntieronlY weak enemies like 
Stililr, llld Bljck LUwilS. Fight lilt'll! 3 1 ‘id build Up VOLif k'VL'Is to .imUilij 3 
bffbie you asar exbkipiMl ajens far front the castle town of Ahahan. 


t^ttlTlICV 


LUitaCflUi 


«' 'll j» p 


* Bidcw., £ii« cyijwi ck 
l frw#** V-jLT^rtfP S&/> *A 

lif 0 / kJj-'.w tB mMltit ■ 


Kin 




As your mother cells you r go sue die King of 
Ahahin, "Thy t'lii'mv shall be the Archfiend 

JR M • Jr * • ^ - 

Bariimos," says the JCang. After-receiving Sit pieces oi 
Gold from die King, go to Luisa's Place as che King's 
cou 1 isetor advisee. Ar Luisa's Place, recruit 3 a Hie*. 

(Several ready-made i h-anu ter* are available a 
Lutta'i Place, but you can register characters ■. 
own creation at die Adventurers Hall of 
IVegiHTadon.) I he recommended clwrianen to recruit 
are a Soldier, * Pi [grim. and a Wi ami. if you have 
difficulty doing ;i ny of the above-., refer to Section L 
The oitHrediires are explained in more detail. 


¥w cfljfi 


K f rfr.n-vriiiri x ./h: JiimJiL k- jI:Il- 1i> j/.jlki pW#lfhv TAl K ITt* ptxipl-r *jc 
nukx each lO'.llin.Hi icjui.. Iuti 


our 


LEVEL 


Medic ;:l 1 l*rlv 

Ahtriteir Hfrt> 
Win# -oi Wy vc 


Before leaving the town to embark on your quest, buy some Medical 
Herbs, Antidote Herbs, and at Least one Wing ofWwem a i die item store. L 
Medical Herbs to restore some HP, Antidote Herbs to neutralize poison, and 
the Wine of Wvvem rr> auickJv return to Aliatian. 


cap on 


TAl K tp everyone in the 
town and in the castle. Even 
TALK to the prisoners kept 
in celts. located in die 

lusement of die castle. 


w ncie hjl i*.■ ■■ ctiii arwui ■■ w no hit mwe prisoners: 

You daotikl be able to gather all the necessary 
information co lei you [uciceed .sincKHrl ily m 1 .1 1 t g:inie 
by TAl.King ro everyone (including aiiiimb) you 
encQLsnrcT Be sure to come back and open the locked 
doors as soon an- yon get proper keys. You will be able 
CO gain more information and/or items. 


Before going to the Lower of Najima, you may want co 
of the enemies around the village should give you a gooc 
wifl fee ready for the Tower of Najinia. 


Where are die keys for 
diese dodrs? 


C!ypiT!« Slick. 
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Mice 

! A 1 
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+ 14 
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+ 24 

Trdiaiimg Slic 
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+2 


MliRCMAMJESE Ijt 
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i m 

+S 

Medical Heib 
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Ii t4 ?.c :cirii: ! hack 

ClL W) t ■; fl Yi>u 




Cfffuil&ti U tM I D4«M 


bn Promonto 


Tower of 


jbh JS the Eiisi 4.jVf yim explore in I Jragnn W arrior ML You should have 
heard iii Aliritiri that the old m.us of'this tower luok- 


sfcoiikl I'apfii all doors with sdjupfc- locfcfc 

Two Ways to Enter the Tower of Najima 

You cm enter the Tower of NfflSnia either rh rough the 
promontory near the castle town of Aii.iliJni or ibftnigh the cave in the fi>re?t 
south of the vil.l^ of Reeve, 

Use the Inn 

Strjtitr-L- ,i< it in iy «ivm, rhi-iv is .nt mu i: (he tuwtr. Uir the inn as oiii-n Jh 
ncct-ssnrs tv> restore yrmi i 5 .me Ml*. Yon e;in ^er there rhmnjih .1 sraim-jv on 

the second floor. 


■* The Cave 

ori Prornonto ■y 


A I he Cave 
on P;'0m*nl0ry 

m 


Get Treasures 

Wlk-n you see a 1 

(r^easatt dicst, walk 
over to it, bring up 
tin- Command Screen 

by pressing the A 

H-UKotL 

SEARCH, and 
the A Button. Yml 
will opejp the I 

ireaviire 
take whatever is 
i rmde. 











▼ Tho Tower of Napma 


Thief’s 
key Dow 


I f vou 


Winu of Wvvyj.ih 

L 1 ■ 

you fc;iii neaim to 
any place you have 

[\ njv ion vl\ v. iitcdi- 

Afttr you find [be 
Thief 5 . Key . jump oif 
rhe tower. Onc£ 
outside, 

Wiiijj. of Wvve;m to 
return to tlie c.isfk 

AlialM It 

y on don't have one, 
\011 most Wiitk into 

ihe rower, find your 
way out of ..he (M. 
and walk all the 
hack to the 
town of 

Al iafem. 


Th$ lower 

£>f Najarnsj 


Use the Key 

Use the key to open all 

I )oor& in the 
of Aliahnn and the 

to 

everyone behind them. You 
will gain more iufbnmrion 


and a 


important it£iUr 


you w ill need to prcKeed in 

the g&ine, 
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m&tty k*$ct 




■ T 


m*£UiJbwiri 


I: you haw j Magic Ball and che level* of you and your allies are .rmund ft, 
go t-.Lsr of the village of Reeve and over the mountains I ^ori'r forger to take w i 1 h 
you a lot of Medical Herbs and Anridot-e Herbs, Quite strong enemies are lurking 
fJiiTc! It is a go&d iifcej to keep at least one Wang of Wyvern so you cats retreat 
quickly. 



Slone Wail 



Pit flail 



1 


Break the Seal of the Travel Door 

The cave leading fits the Travel Door Ls scaled wadi a sec of stone walls. USE 
die Magic Bail in trorar of it. Watch die sen I break and proceed. 
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4-6- 


Talk to the King 

TALK to the King of Roniiily, He will record {save) your progress in the 
Imperial Scrolls, of EI ontir and WlD ask you a favor. . . . 


it. walk over to u and stand stiji. j lie 

wdl slaut;W!ggSiii|E and black out <; vt-fit i Lilly. 
pank. fInert is nothing wrong with your 
CoDProl Heck or (lie ("Same Pak. You are just being 
transported to ajftochei I ravel Door. When the 


transport is complete, the ini ige will renim hack and 

down. Now you are at die Travel Door lUWMf 
rhe ensek; of konialy. Upon exiting the chamber, 


you should head north. 


Door 


l^jilwr 11>: im.i 

Hn* 

ArfCidtiE ll^h 

hav Witn 
■ 

j-|ii Mihiii Hipfh 


Travel Door 


L'luiu Vfclf 

In.nSjk-Ji’ 75i> *26 

liwd Swscd m> 

1^4 ill if Amiiir 15<> +12 

v-i-f Aff.v, m Tffi 

StekL m +7 

hens Stor^ 


.© 
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JlV WTClOijT Dll nWCHItT 
Indies. You IllJV IT\ VOUr 

I > I 

1 1 k L :1 11 -re, but lU mi' r gel 
honked! You h ive nuw 
important things to -lIo! 


Do You Need the Service of Revive? 

tossing through the Cave of Erttiecniteiit may have been very r^ugji. Tlieix. 1 

Roirulv. It located on the wwr side of the castle 


is ;l 1louse of F lealiiiji 

koniah near the gate 


1 d&-l5f t/lf tftg ,^if 

? 3W*t frf 1±< ifj-l All-;. *TU*n 

£ Ifr tfte cf tfrt ■?/ 

^ .fat ^ t#Lg s**i£Fl 


Kcm 


Ka nave 


Item Store 


fctflft npim 
Medic.il I lyrb 
AjiLidiHt Hferb 

l-iih. W.ircf 
Wing •.■‘I W;, vt'rii 


j r i-eh 


MERCHANDISE 

fPkJCE 

A/D 

lmi| Spi■..r 


C2# 

Ib iMi.l !$W<wd 

15C.H) 

f 3 ? 

Iran trhm 

771? 

+31 ■ 

l l.ilf" ?I.ii:'- Amwsr 

IH. Hi 

i2n 

Fighciflg ssim 

w:h? 

+3 

kSiivii-Tc Shiv Id 

1 HI 3 

• 7 

Iren Slui’ld 

7tH? 

M2 


Full Marti Herb 3^ NA 
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I ioj fh i S Sb 


< If sj>t-' raftnv 


I ,M K m £31 -j- eustiniwr? 


i.'-t ftvrtltr ol ire vi 


Where Is 


Needle? 


fill- old man by dir pond in the village says the 
item store once ‘tockud thu Poison Needle, Btii the 

store owner no longer otters one for sole. Maybe it is 
hidden in the store. Why don't you try sneaking into 
his, oLice while lie is. asleep? 


Vault Often 


i lie re is a vault m me castle town ot mianan. too can leave i -oul pieces 

and itet its there foe safe keeping. 

• ■ ■ » • * » it • a _ i j • 

Each member Of your party can carry up to ft items. It is iiitportam to 

ram only the most important items beCiawse you must have room tc« 

.lecommoAiTL- new items you mil find. Use the vault to keep items vou don't 

need at flie mniin-ni bur may want ru rise later. 

■ 

It is wise to deposit most M your <£uld pieces in die vault. If your \mvf b 
th^irroyed. the person who -saved your progress List time will rtM.iireCt you, 
bur at a cost., half of the Go Id pieces in your possession to be exact. By keeping 
itinVL of your (iold pieces in the vault, you can minimize your Lwses greatly. If 
you use the Return -pell in ger back iq ihe r.isile town oi A-i.ihan, voicing the 
vault is not inudi trouble; be niudcm and use ilk* vault often, 


vsBA put t$ 4&tf* tU f fa&jW 


IiH^-m: ts 0 




Item Store 


Everyone seems re be 
asleep. Is juyoiae awake? 

Be sure to check the houses 
at the -south side of the 
villj.i.e wcIl. 

m ■ 


Wi:*.ird\ VV'.ntd 
( ajk nf lifrjjicc 


MERCHANDISE PRICE A 3> 


■ 1 

Y 'ilS- 

1 • l 

mwi 




, ■ " 

1 ■ 

ylfipj 

j 

3* 

M ^ H ■ 


1 ° 




■ - > (■ j| 

"ivl r 

■ B M ■■ . 
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KneniKs around ICanave and .NMiudb air© ©onsidSijplj 

you fiihtuujtiiid Aluillan Kather \)m\ jctackiii^ 
im some of" the indirect attack spells, such us Sleep, Sp 


OIK- 


I hey-irc: more dangerous than they look l>ecause cbcy attack 

twice i'i each turn The only m ommended mh-vi^I mu>niv 
available at this stage ol the game is to aJv.ay- maintain liiirla I 
levels. 


* tkfi hMidi* vM 

*lk£ 


a' £a 


lieio Store 


Un-jfyi Ruby h lose 

iwt.Luve 111 -I man 
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You Gin move an ofren-i Ked item, sue! i as i Ik Tbiefs Key; u> the l>.$> of 
you: Mem b-i 1 KANShER <P yonrsd'die item .ihm-L lI nr tme you want ro 
nv:we cit l3:e tajs. Repeat Che pTOtVM IU1C?I the dfafl tU©£ irrttt i'<n:.ies US !Ke top 


Use the 


Spring Inside 


The l k-aling Spring ri located on rh c sos cnatL basement level. Walk to the 
enter of the Spring. The HP and die MP will be nseored tn 


maximum. Use 


the spring as minv times .is necessary. 


T W S*y 


* An u?k+i ftiJr AnM, IjiVto 1 1* JU 4 * 40 #i k"l *if ■ 

^ S hr€ 4 m 4T t-k^. PAia#n RLw>f iu*£-tff tb Jk+*i 


Healmg Spring 






























































































Watch Out for Deadly Toadstools 



They are especially dangerous hcf.vnse rlvy i :m |mii vou 

to sleep during a battle. OftCS put tC? 5J«S^p+ you cm only \\op< 
you wake up bfk'n? I ke y completely defeat you. So try co 
defeat diem quickly. The Ire Bob spdl seems co work-. 

Retreat Quickly 

rheiTtmiies in this cave art strong. lithe situation hfccouies uidavondVIe, 
try to (gt-reat. By now, the Wizard should have learned rtie Oui>n1e spell, and 
the 1 itro the Return Spell. Recrcjc qtnekly and easily using the Outside (to pet 
out 03 the cave) and Kerum (to frcEUrU t<i the phc e your choice) spells. 

Take the Dream Ruby to Anne's Mother 

As soon as you find rhe 13 ream Ruby ipi tine cave, cake it to Amie's another 


an die Hidden VdI igc of Elves, She will give ytJU the Wake Up lewder an 
gratititcW. USE the powder in tin* vilkij^ of Nuaaiids. People will slut waking 
tip, TALK to die people. Some should tell you what to do next 





Th^ 5&y . . . 

1 Tiki f JM-f £- -vftiib m&?LAEt.\A ■ 

* Lc*m^ w&t er ^uLfrt^t fli-urf fJi£ bfafic lidf in 4 . 

t hit tW-fl £rf l* U W& CiMf frf RjWpwV^ 




*L- 





fA 


V 



r 

2 


You can USE the fo bw rtg weapons during a battle to possibly 
inflict the same damage as the corresponding spall without 
consuming any MR. 






WEAPON; Tjj 

SAELICLASS 

| COWESWMJHS Sf^QJL ! 

TARGET 1 

wiinrc^ Wewtf 

ASI 

— 

| lb 1 M t 1 ^ ^ 1 % • P 1 I * ■ • — 1 

BfA±4 

Ole- Enemy 

Slfiti ol Tmme 1 

All 

FinHSimi- 

One Group oi Ererries 

Slefl & JiHftfTWIt 

P-:.% 

Inh3mt?5 

H ^ M ■ ■ r ■ HM. • i Vb"- i * * 4H 

Ore Grekip in' Eiiefliies 

fivwxc of lllijsion 

* m i _• 

WnTlpfl 

Cftace 

Or* Enemy 

Qcbtihi Sword 

Wr: Sr: Stf: 

Dereocfr 

OfiG Group gf Fiiemi^ 

■SnpwbJjSwwt 

rtrs r 

&IL--VfbliKl 

OfiR- Group gi ©fK^nteft 


Key Door 


Jump f rom the 6th Floor 

AUct llu lung c ittib in die tower, you found Kindai and ■ - men on the 
6th floor. lint v.-hi.-iB you fell into his trap, they escaped, Returning w the 6th 
floor, you find no sign ol diem and die tiuii4ii ix-n have diuppervd as xvdl 
Where have they pare? The open wall ro the north suggests they. . . 

Give Kandar and His Men a Lesson 

They are many times ■stronger than the enemies you -have encountered 


M0lHflin0 5 at 3 rd 
Tha Cs Sw lx d 


l-fr: Sc 
Kr; Sr 


Bow 

Fir-avolt 


M Enemies 

Qnu Group oi EL-mpufos 


■ * 

Before confiwtting them, be sure to restore the maximum HP of every 
member in. yom party- t he recommended appiuai'h is to defeat each ol 
Kamlart inert first while putting Kjndar to sleep with the Sleep spell. I he 
Ice-Bole spell seems to vvot k You may be able to defeat Kartda/s men in three 
rounds- or so. After they art* gptte, the four trf you. cm give Kartdar a gtiod 
WOrkotil If he is not asleep, thought his aftSft'k fan he dc vasin ri n g. 
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i rumor 


LU-wa teMfn 


■arid Ins men 


TViff fold jr 


Thr weapon start 1 in the northwest rfaioft of ihtf town i* ot dubious nature 
li may Invv some wares you really waul, bait don't on r he hist price ih 
owuc i; offers E-' 1 . L'ti after ucgotisaJiDg, the price lie ‘settles oit may lie too higjh 


The King of RorUrdy,, overjoyed with the renim of 
the Gold™ Crown, bub is you juainir fab pusiriqn. f Tv 
just doesn’t take "NO" for rm answer,. . . You C;m 
proudly say to your frieiuts you finished Dragon 
Wi.MK.1 113 in record ti nv hy In-con; i i ug f kv King of 

Komah and living hawti'lv ever after . . 


Tins tow El ha* two lace- 91 re for the day and the- other for the night lb e re is 
at least erne stoflpe which b only open U night. You may also see other people al 


If You Want to Continue Your Quest.., 

1 1 you don't wan? to indulge in the ejsy tile of royally but would like to 

conti mu your quest, find the fbrruer King and make you r request. But where 
is he? J lis father (in the carat tower) s.iys Ins son likes having -a gCK>d time. Is 
he having a good chin- gambling at tht light Ring? 


a f ilueti 1 hiMbwjt d tfti 

Uii (.Uri 07 tA/ (ft-iEtf.l cm*JL*.4 . 


FWiiii 


LEVEL/ 


LEVEL 


own 


ssaram 


Weapon Store 


Weapon Store A 


Weapon 


LVoad^vLfJi l SOD 

Battle Ah* 2 500 +4n 

GiwSbron. 3500 *48 

H^fi'l'hct flidKir 1 1(H) -23 
^:kiokrfEviMM 2'JOO -20 

hijl Efclv Anvuir 2-41U 432 

b»n ShiifU TO 412 


CJN 11 Mail 4KI 43;i ic,itk:W ? 

Half Mac Annof I tm 423 Gkmt Stab ? 
Bfon.'ic ShKlI l^J 47 Ckrak ? 

bdrt Sludil 7ftI tjj Turlnsn ? 

ir.:.ii: Apron 7tfU -122 IriHl Mfrfc ? 

Summit 7»T« +] Sal! at'Fact ? 

Sfe Weapon Storr B ,!j Item Su>n. L A 


Store 


TO 4]4 Mtdkd Hetfc 
550 +24 Mkkjte Hjcrt 

jfefc 4 3S JOiiy Wjkr 
15ui 433 W n£ od W'y^ris 

-Tm 4 |u hill MtoWl i .-.-ih 

Sprdn%- Wfi 


I Vr^her = 0 ituci A'! C 

M&dtal * I H NA 


MERCHANDISE PRICE A T 


MERCHANDISE I PRICE 


Anuta Herb 

iii 

m 

Fain* Water 

* ■ 

30 

HA 

Wain: ofWyttm 

25 

NA 

hill MiXm Hm 

30 

m 


.V 



SB 

2 

i 


■ 

hlti 

■ 

+4S 

> 

i 


■. 

a - 

■ 

4K 

-■ 

■ 

416 

? 



35 


34 











































































































Bomcrhing yon need there? 


3n tfa d*fil4#,"Efet4 * 

Ln thl yy+tumt/ t£frt* ^ flt fiai 

TbUj 

ctoAtaff -3-+*^, A "' ^ 


■JW 


Thi rr is .* man in The lOWn who SflVS Weaii 


Irini Lister. ]f yon see the Owner ol the weapon Store at lifg 
the Meteorite Armband is in the cjfitk'. [litre is j path by the t,H 1TT 
Tty entering it on the west side of the lt. l t e. If you find the Meteorite 
celc-ei it from The Ilh of items, through the JTIiM comm.Liid and USJ. it to pm it 

mi, I he we a refs Ability as inm j doubled! Anyone e.m wear it J - 
having the Pilgrim wear it will benefit your p;i m y im^t became Ine/shc will be 

able to cast indirect attack or defective spells lister than before. 


SHi you want 
with die children? 
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LEVa 


You hears! die M.igk Key was hidden m the Pyramid. I )ocsn't the sealed 
stone wall on me child flour look stispicions r Sony, the Magic Bill doesn't 
work on this one. There must Ik a way to open it. 


As someon e in I vis viij, i here are set rkp® in the Pyramid where spells 
don't work. Be sure to always carry a ■ ullk ieur number ot herta. 

■MHHMKj, jm Mak© Many Trips 

Tf . ■■|| JMNjfa CUM ij Beside* the Maine Kev. the 

§ I l :,> . r.ininl i iiiji.ims ni.iivs mi tre 

? . I _. I je 

.. fig i ft tiv.wures Inn he prepared tor 

rtf — 1 11 I f ' • f aa “".; M«‘»H wvn*r* I.kI«^ m .I,m' 

x cre.-nne s.I kMs I Jont expeel to 

•;•!■; vhB* 

ucn ^ c ol t!x ' trejsure!i 111 
: • ■ one rrtp. 

>*UI. .b J . 11 UManvMMWBHHI^H, II' . " I • ■ : |T t _ I I I 


child icii in die castle of 
[sis were ringing. I t eontaine-tl a 
. hie ro the meetin ivLsrn of 
apcDiHg the sealed wall. 


Stone Wall 


r i.i i ' i i 
* Vv>i>i>i ( A 
!A5»hWiHV 


V. 



i 

SSS3 

« at ■ 

«* *•« • 


*«-W 

1 

■vj 

5J3 

cq 

v-/ 

r W •« • 




Ci 

; -X;;« ;X;.; I 

> ■; ju 





liMjggliwml 
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Magic Key 


What Is the Golden Claw? 

Ihere \s a second basement under the 

Pyramid SEARCI \ tint entire floor of the 
first hcement. You should find :i hidden 
sraii '.v'.iy S ] ARC!M n ienmd ,l lm -ker in 11 1 e 

second bj^meru There you i 11 ibid she 
C olden Claw. Take it and von will notice .1 

p 

dramatic increase in vour dunce of 
ejicouiiEeruLg enemLes. This i? a plus jf you 
want fo In 11 Id up h vek quickly, Wicu; You 
don't warn it? Then sdl ic hi nil item store. 
Yon will be richer by 1 (,250 Cold pieces! 
However, ir is awfully difficult to make it 
Co aovitott alive with the Golden Claw 1 ! 


There are a few Mapi Key Doolcs in the cast He of ls%, Co there and open all 

of them. The girahk won't let you in? Try sneaking in at night when they've 
left their post. If you succeed in seeing the Queen in her chamber, si te will 
give you an item which will enable you to restore some MY. 

Gather More Information In Assaram 

Visit Assaram again, perhaps at night. to gather 
more infomulkm. Consult the leader of the dance 
troop in the backstage of the cheater. Try opening all 
[he doors you see with live Magic Key and I'Ail K 10 

the people behind them 


See the dance tmnp 
leader in the bidkatage 


'7" ’ ~ v ' 

: £***wc£i fi Ite fitfd£U#i 

Ikwmf *#*J*jf A±.»Cfi£ 


Lil tfct 




Ka«5 tfpMhg*, wup&e *£&.'& ktfy. 


3R 





Cvo to see the King of this port town and 

I AI.K to him. He will 

wants to lisle black pepper. I le will give 

■ ® ■ 

you 1 Royal Scroll. Take it to Nunfed ih# I Xv;uf. 

Tkp > >J 

,> * T hlrtl •*&/[,Lait ® iJtfMW* i>C 

r +H f#i£ ' 

V- * If i^*Lj ki.tt.ji .-iA-mi iJLxrfi 

In pi sftip-. 


Alter receiving the Royal Scroll from die Kinged JYaKsga, go into the carve 
near the toWn of Awittano. This cave connects, to the eastvn 1 . tarrtfe, 


Ilttis Store 


HI 

m 

30 

m 

25 

NA 

30 

NA 
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NA 
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N<;rt.,l h: LW! H, is 

md ThrHtaS r Gi ;4rrftlJjE 

King of lYnftotga (by ehcxwing the ITEM rormua^ 
die Raya- Scroll. and UNIT;. Ai _ knowL % d|:in;; Hh.e 
request, 1 1 l"' will make a hole in the caw in (he 

p-mtge. Proceed through the parisagt, and yon wl 

come up in the fasten! Ia n lR 


Insidc 


IV.L-eiii.ri 'l kivci LVT. 

wM * A * • * ^ 

the kidnappers, Kaiid-si' -mJ 

stronger than before. Again cnmccintratt olY .^jk men 
first. CeiifTalty, quells do not st'em effonEivc agatn-sr 
K.iiubr, so don't w-isre MP, You pirobahlv need to go 
through many round 1 - to deteat Kaiidar aforifw Ifon't l 
dhc'our.ii’ed even tf he seems mtdefeatable- 




T k^41 a -i 

T ^ 




m tkfi fljron-u^ 


Cs-tM* 


Take die IMack Peppier to the King ofPoi rou.:;i and he 
will give you a -hip n- promised. Go aboard the ship at 
the dtx'k outeide oi the casde You are riOw ready tor 

r 

11 sore exciting a nd challenging parts of your quest! 


I >n?p by the -.iii.ii! shriue cm the pfomomory near Potto-ga and TALK to die 

roan downstairs. 


L i^juW Ifa 




The Wizard in your party has 
probably learned die X-Ray 
spell. If so, use the spell before 
opening a treasure chesE. If rhe 
chest glows red.. a monster is, 

■r wide. If the chest glows blue, it 
u sal e to open., 


can only be mastered by you. the Hero 


when 


Thief’s Key Door 


- -b -■-r— 

LEVEL 

TYPE 

S SPELL 

1 TARGET r 

EFFECT 

p^p 

12 

ClEtarrtWR- 

Irnnirfi- 

•r -« «= 

All Altar; 

Reortva® no -dfcTiasie 

0 


Mi &r. 

Repel 


Rspate <wafc enem es. 

d 

EfS 

Altack 

Zap 

Gna Enmy 

Gives .uhont -HD .la-nag^ points 

0 

m 

DiifiariWtfH- 

HKkiJimU 

AJI Alins 

Rwtones HP rj|y fl 

62 

4-1 

Alta^k 

brnlrmtj. 

AJI Enwrrrjijs 

^ A A . i k • a A A. 

Owns aracil 2C0 defitfpw pdpte 

30 
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i limirvr 


Migfc -Vrnwr 
Sen red Ri:K' 

pi ■ ■ zm w m i » 1 » ■- ■ 

Shield 
Iron Kb& 


Magic Amw 


ZoTTDie Sasne'r 


yssatHANmii 



ifpoj 'V.lf J 

- J 

ifjyy- | 


i|‘-*fcr4 S- ‘m 

ll.i lj 

1 I • 

D ^H ^Bb E Hi J 

3 - _ « 1 



S.: 

■ ■ 


This is a gfeast village. If you \$3 in during the day, you will duly we j lone 
body lp a prison cell. 5 ry I ALkhig 6e> the body. You will lind a scrawl on the 

wall iwarbv. If displays a strange message. . . .. 





lkz iU' t&F " I te gw£ Aw*^i C#f 0r£ J W i 

wm G&If a&iu-* " ** 

teki will 4tf: a £4ii&fe *$/+& -ttfl t-hf. <Apl Crf TiJ iMtJd §£■ ^ 

4M*£4 - 

Tht A4£A^fctW flUi* illtfi 1W&M444 RWSW&E#i4t(^ tf*fJ tf&M&tmti. 

lice* .w Jeftiwf * ^wa^rabjpM ft f*nd v/ii f wW Kj-^' wfiifcft tM 


lie sure to tome bads at itigjht. You 

will sec many people (or 
TAI ,K co them. You will gain some 
valuable information. Yew will even 
hud an inn and a WeipOii Stote The 

store Carries, expensive blit exiclbrlt 
weapOm arid armor. 


42 



Weapon Store 


Qrak of Eyadoft 
iM js ' i'-' lhbe 
-roil MLiifc 

S Itvm Store 


hiirv Wjter 
■A irijr -aI V.'vvi.Tn 


A girl asks you » buy an Invisibility Herb u the store her fisher runs, A 

man by die shrine suggests you go to Ei^ilbear if yen 1 have an Invisibility Her' 1 
The i 11 visibility I lerfo isn't cheap, but it may prove a very valuable possession. 


n SAi F*m/ jrtNi wn*' ■_■£*+*£ K^™* pf wL-ji. 

fjlte ^ai^ td SAWgiif #4 SrifpjMed fa & i*T ojf I M tjki 

OcnJ-«A^A fli'Mf a/ 

If yW-baArt ii+t RlMrA. w to S frPlf fli-t. 

, c '4^ £A* £** #0 & flrft **£ i,Wp/t4c E: iu£h 


You should choose 

She enemy type. 


of dtracj attack spalls according to 


MERCHANDISE 
































































































































,4 vwn wfikh iw-trtte fAWLtedtof 56£m &u 

Lfrni m$ *? 5 ^'4jr*tt rkf-7v^ t-tjfct ^ hmp tA# 

CM W OfdMhd^ Mw m e 


Check the King's Chamber 


cwmsckarr ^ doinp wiTH^hing lie i.tm.-^i't wane others'to know about 


For agreeing m kee p 


About it. lit 1 will tell you something. 

■I 'Vl^ 


Boulders on the Blue Floor 

TIu'it- sk a chamber with three boulders in rhi- 
fattineitt of die castle. Yon muse arrange die 3 
bewilders on the blue floor. I bis is a pilule, You call 
push but cannot pull a boulder. I Five fun! If you 
nuke ;i mistake, exit the dwiherand re-eniser to 
starr. over, h yc.ni cannot air^ngje the 3 boulders,on 

, see the hint on page- ?fi. When you 

succeed.. von will. . . 

■ ? 


won't let von 

pass because- you .ire yokels, 
like your looks, so fool him hy becoiuiiig 

Invisible, 


the Invisibility 
Herb you ] mu tm --.■•■I 
at the Village of 
Larseek Move along 

quickly because the 
effect does not Iasi 
long. 


linL'. i dbL' 


flJIBPgT 

the 

on 

I he Wik" 
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The Kiitj^s Counselor in Egan hear mentioned the existence of die field 
surroLiiuled by trees oil the shore of the western continent. T here is an old 
man here. His vision is m fru i)d i! new town, but he needs die help of :i 
merchant. , . 


Won't you help this poor old nun fulfill he dream. firing him a inerchmt 

iiom Aliahan! Go back to the r :isrSc iovvu of Alia ban. to the Adventurer'*!. Hail 

>■ 

oi Regasrtatton on the vecoiid lloor of Luisa's Place, reciter a Merchant, and 
bring the Merchant here. (You must LEAVE one of your allies at Lu.is:i\ Plaa 
before Al>l.>irig the Merchant to your party.) If you haven't learned how to 
dtajlge a p.'iTty member, refer to Section E, page 6. 

The Merchant doesn't need much experience. Just be sure to luring him/her 
to die field alive! You should keep him/her last in your formation for the best 
pj'OLcxtioo. STA TUS, then FORMATION to change the line -up.) 


TALK 


TALK to the old man after presenting die .Mcrchaiii to him. . . . Oveijoyed 
with the hope of fulfilling his dream, lie will give you some intonnation. 

Watch Out for Hades 1 Condors 

- ■ V »» ■■ mi mm ■ MB. 

- •*[ ■•: -I i * 11 si ii i h. 11 u i. 

1 P * rv unloTtLiiiate enough to experience this, don "t panic. You 
r^k!- V can always re-start the -gpitc,, right? If you don't want to 

Bf. --‘VP. If start over, you can look for the inimng character. He/she 

wM !■'■' rt-mnici t ru rli:- world unscathed. Ymijiist need to 
■■■i find him/her li von cannot, stc the liinc on 0:1120 7H. 
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W l h y p u n 


Club 

I'cjihh: Needle 

I'honi! Vr'tap 

Clothes 
F 1*1 tv Cbches 

-■ V • 

FigMnag Suit 

A Item Store 


Wing ci I WVv™ 

M -VIijcm hurt 

Fiji son Modi Pov,d- 

Jis-.z-.ilv TRY I l:.*rb 


Find the Staff of Thunder 

Follow flic iisa^TUClkm given you by the old man at the; field siuminided by 
trees^ a?sd you wall find the Staifof ] blinder. When USHd dming battle, this item 
can infliLt the same damage as the I behane spelJ. 


TALK to Everyone 


Animal 


A govt iki-wJ iW$ & 4. i'fu m-a *W fat 

fVMXf* -44#.. 

UVt i/*tF L*/ in fAr uWfi JO! 4*1 

TJte FWt +4 rit 4*-t*£Wi*>J? 

+f XAt Etfimy fiiiO, 4 a/ftf ifkjw an *1 


MERCHANDISE PRICE ,VD 


HI 

NA 

a 

MA 

25 

N ; A 

.VI 

NA 

m 

NA 



» 

Lhn. 




4 


# 

Ik 

n. 

.IN 
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LfVEL/ 


I ym. I M Kal to thi L taJkin^ horvj m ran- ■. ;ii. gc yj Sc.:, vnn know where 1 to 


- 1 i.ik for the shot Is J here you ns.ry usr ih . V. is. of Drought. 
USE the Vase of Drought by the shoals hi the <kc.-:o 

west of the villa gt- of $oo. t.iin r [ In* shrine which surfaces 
from die ocean, Inside vo.i will Sec ,i treasure rbt 
con min i ug die Final Key. With that key, you will he able 
to open all types ofdoora- Lkgni wadi the door in (lie 
shri 


nu. 









kttf S*y T , „ 

f ThiUtf U a fiif Gtrffrf. mjAwliiin-i hiiC-U>l&*£* A 

U - ^ —— t^*r# fa* ***?!&, ' ^ 





Go To the Village of Tedanki at Night 

Do 

■ the v; I I age of Teefanki. which hail 2 scrawl on 

tilt* wall? Ac Might, 2 giLircl Hocks 1 he o$hen i 1 ig 10 the the cel I. but there is a 
door there and yon now have- the Final Key. Filter the cell at night md TALK 
to the prisoner-,. He will give you an impoitplit item. ... I Jon'i; forget to TALK 
to him after m _ eivirsg the item, 

‘TV/' 1 — 

T k£y , f T) 

ip ** o&e*. tit idMfZV* d ^ 3 - 1 I- 






Alevel/ 


Someone m die village of Soo mentioned a great wizard living on die island 


called Crteeilhd in the north sl;;i, (.Jo seiS him, I rj get to his cabin, enter a 
litd..- green field on the ice -coveted island ami proceed scr.nghr ahead for awhile, 



■#iyjynfrfLi fMLm C+mt todA/tf ajpC* 

EXA pf £ bt^teyN: cfL $m±3blf%€ Wat tJtf K+* f 

iNHiktfo iitfwff W& mM i** 



























































































Before going to Sainanao. navigate eastward along ii 
djordinv around Hah arata. tfycHii gp up the river to the east 
of ItahattU! von wall find this divine. To the left of the old 
riaan ;U die ViUMMa- m the shrine, arc the stairs to. m inn 
and a House tf Hfilling. 

Convenient Race to Save 

Use die Rxiiii n spell to come here, and •set- die 
the entrance. He w ill record (save) your ®etie. 




H o can save your 

manat P™ hert 


Use ihe M-iajc 

Key Ell '.~IK.LT 

dbs Trim-. 



Change Class if You Like 

Anyone who lias reached fcycl 20 an 
have a dm etatnge, To do soy enter (he 

shrine and see die nun in die middle. With a 


class, change, tor example, a Wizard can 
be c ume ? Soldier. The new .Soldier would not 

kirrt any new spells l>m would be able co use aJ1 die spelts learned while 
he/slie watt the Wizard, Mote the following: 

1 After ;i Class t.'hange, the characters attribines, such as STRENGTH, AC1 LITY 
and INTH1.1 U rfiNC :k will be halved and ilie level begins ju; 1 again. 

2 The Spells learned prior m a CM Change will nof be forgotten, but the 
special talent, such a* Merchant's appraisal ability, will be lost 

A After .i C. 'lass Change, each weapon and armor the diameter wart equipped 
with will be removed. Be sure to le-EQUlP him'"her with appropriate 

weapons and armor, 

M-hIw a copy uf your currem Adventure Log before attempting a elass, change 
so that you may resume die pre class change condition if you wish. 



48 



















Sum; orsL 
io Fi« vc a * 


ri ift. diit tower. | ven if you don't y£%w 

"■EFpin a- I fomi^lyfJjre 

i but should eTitvrl a h> you for "ion'ie 

. i >a Lh 

fdoo^^jJt tret vcm to the other 


e. c utile 


uatJicatc- connectjcms 


i i? cc.n, ii -us mc uuors 
in i'll is tower, you must 
f ill from the tightropes 
or fall into the traps. The 
Book of S^ron is tn a 
treusure chest ou one of 
these floors, , . . 


Travel Door 


Anyone who wants to become ji Sage must read This book to reach the 
Late of enliglitennieiiT before requeuing for a class change. (Possession alone 
vail sutficf-1 i )nly the person w ho has this book at the time of the class chan 
ill be uttered tile chance to become a Sage. (In each qnesr. only one l look 
Saatori is available.) 



■' r h 

I^b ■ ft « 


(■■IP 


• * Jnu , 

— • ■ ■ 



• vj »* 1 

‘ 


y 

1 ■ 1 

1 "Irj 

1 ■ 1 

• ■ • 



a 1J« «u y i 

^.v 
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LEVEL 


The monster, Oroehi, is terrorizing rhe 
vilLigdis. of japing. Himiko. the female ruler, 
picks female offeri rags aocorrii ng to her own 
prophecy- She seems cold-heariiid said siWigi 
especially at night. , , 




Oozing with brig I it red molten bya, this cave looks hostile. I low ever, the cave 
itself is small arid easy to travel. On rhe second basemen r levef the napmster. 
Orach i, awaits you, 


I Granger- are quite a menace became they can coniuse and disorient yon 
and your-allies with the Ch-aos spell. If this occurs, you may attack uadi other! 
What can you do to stop the aflbcteii persots(s) from attacking the others? The 
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The Orodii has more chan one head am} consequently can attack you wttl 

i mm than: one bbze in each roarr. The Sleep sjh u H seems, to work sometimes, 

.utd the spells iri die Frigid Fumkly seem 10 work tairh well The Pilgrim iiiigl 
wish to decrease the defense power ot the Omchi at the beginning of a battle 
using Sap. I JeAlie should also cry to maintain the J IP of each member in the 
party ar .l HifTn lent level w hile die Hero and the Soldier concentrate on 

delivering blows to rhe Qroehi, 


Chase the defeated Orach i. It will lead you to 
llimtkifs room. It seems she suffered .1 terrible 
injury. Is she the Orochi? K escort: the maximum HP 
elf each member m ilie parry iuid 'I A Lit to lw. Show 
no mercy as you begirt your battle with Hiimko's 
true form . . . the Orochi. When you defeat the Orach i 
foetfcc.-itt»D0(EKl'Airidjfofid-time, you will find. . . . 


Si;efofJud(gpiwrw . 

Hammer 
FuA Race Amwt 

Ctadk of Evasion 
hgbikij-; Sail 

linn Misft 

i Item Slot* 


AniTu- Kerb Kl NA 

Fairy Watr 20 NA 

Winn odWrani 25 NA 

Fi^n Moon Herb .XI NA 

Pot s» Mcih Ptfwder 500 NA 


1 . 

LX 


Tjfc; 

I 

1 
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I^ILLOU- 


FSptQptcmrfx Tft*v5$ij.£d lrt?(e a jniif 
■nan say* Papagaiero was fwir'ii A ?i .* I 
known .15 0 -K-T-F:-< --A Vi;-ii no 
( >fc i'. :j i .j 1 v, is oner hrirr. A kid Hium 


Someone 11> die v i[Lage of Soo said the Ik 
M>Uiewbere. Is tins the one' 


r Fluce was in a tower 


Jump Off the 


There ire four 

treasure c hesj.s cm t he 

this rower. 
I'he path to reac h them 

will not lie easyx t >n cc 


vo-u reach the fifth floor 


Thief's Key Door 


.11 k I v. ilk toward the 
fuddle of [he fighnopes 

mark your 

.Li iii jump. One of the 

(our treasure chests, 
eoiir jim . . , 


I inter her :. 1 16 see I V-por.i 


ins WaOfi Blaster which Oi&p.i made iirr him while 
was here. Good kick (uidjEigropoif 


What 


the Water Blaster? 


The innocent fencing device your father made while here must have some 
special [xrtSfBr, or so it seems. You try to USE it fit ent h ullage! in yc.nn way. 


a ltd find to your amazement. . .the Water Plaster only excels in surprint; 
people with tool spurting w iter hut in nothin: ■. else. . . . Well, that's all. folks! 

YouM better hum! 
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\t night, you can TALK to the pirdtex 1 liey don't seem hostile. You cm 


■vpecc to gather valuable ijifonmtion from them, fhe leader of the pirates h 

! woman. W:ndi whir vousav when you TALK to 

■ ■" ■“ 


If she doesn't like the 


yi>U r,alk, stii? may withhold tortie miporcftw mfomi.iHo n. 


Play the Echoing Flute 

I 3 lay the lie hoi ng I lure in the 
In uiae Di> you Iumi rhe ec hoe?.? 
[('so, an Orb must be nearby. 


Use the Vault Often 

You checked the basement of the 
house, and von found no Orb. Have 

house 1 * peiitsn^Kfif? 

I font you chink the boulder otu*kle 

On the east 


SEAllt]! l di e area arou nd or 
e boulder and you will 


T fifty i a v 

tT-wng 4 m n p iH|3--w 16m Skip in ®kl. -tow 

ptwwvliH« , $*Op iitM&U 

TkijJt &+*u . 

» Xhjtf * tAfi bfrfif ftFL h* $AJi£rt/aJ. 

■ ITtawA ** i>po*u fe tAr fe- tfrr ni«f H*** 
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t ¥* S&vnivftb* 1 -p/3#lf N F.O^^-rfcl 

If Mi* w&T frtmf TAf SiW of G«b •* vfH&friip'd £-&*!#£. / 

will' . 4 H«yEp£x' 

T kf $li-ij-U 1 a-/ i.>ij_u3! uw-j 0fe$y4dflif iy kkjI-w £#£!&/ STtf-t^r- 


LEVEL 


Oh this ibi^tten Island, there its a prophet. T 
your destiny-. Also FALK to the man behind a counter 
iSirils nothing, but has vital mfomiarioii for you, 

SEARCH the Flower Garden 

You will find a rtot-s^-vital iteTn theft. . . . 


3 n the vifUge ofLuied there is i big: shrine on the north side. Go there 
and open all the LtuttrS you see with the Final Key. Don't miss lIcm* is around the 
g^ie of the shrine. I AIK to everyone. There you will rind two prophets. 


Accept the Challenge 

Ai (ho shrine, you alone will be askul to tot your 

courage. Accept the challenge, but be sure yon are 
properly equipped The Zombie Sl.oher, the Magic 
Armor, the iron Ma-k. and the Iron Shield should help 
you meet die challenge- You should also cany the Final 
Key and wear (USE) the Meteorite Armband for the 

dec as Km. 



Don't Be Discouraged by Mimics 

T here are several treasure chests inside the eave. Sonic of them are 



ThA+f £*/ - - - t4-— 

tape wM tivjV A£i ff f&ipAifb?-pt^ 

piRMj^ /wn TS» kowT swi 1 Giw!WW 


a rjl* £#**+& 
11 T*l* 


Mimics, lethal monsters, which van asi die devaluing Defeat spdt. Be sure 
coopers every treasure cliesr. One ol them iontains a very important item, and 

aiK-sther a .splendid suit of armor. 




m 



Th e New Town 



W* ii 



Occasionally visit th e New Town and the 
Merchant you left with the old man at the field 
unrounded by trees . (If you dent see any change 
between each visit, take a diort break, between each 
visit or push die RK.SFT liuimn oil vos.it NFS. Be sure 

to save your progress: before doing either oi Lhe^.j 


if ■ 
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J>n r T u; cal i-.- 11 ■ see tiienig? The 

MerdLmt yeems = " " ’ c " ' 



i m*- 




*• • 



"... 


■ . ■ 


«ut after a &w visits, von notice the towns pyuiptg 
Irci coiftplaiii about die Merchant's way W doing 
business I Vi li ij,^ the Merchant Inis I worn e too 1 
greedy.,. . 




■a 1 i 


»>r 





* _ ■ 


* v 


Keep visiting tfm new [own. Yon will meet wayfarers 


I’m ho ii: i:i ‘i >"■!!. T; :»■■.. v. 1 1. teU m.-w rlim £ vvimialb on 



cij vek '4 


items von 


need, as a prophet ill lancd ^:ii-:J. w all did Up in this lown. 





jffi Weapon 

Ml ■ _ A‘ 4 j^T | 4 ■' ■ TBb I t 4 i in * 

Store 

ll-l.tfwJi 


Irm Clnv 

Pi 

m 

Scarif-cff' jiHfepneiTH 

27m 


Zrnihk Siwff 

wa» 

+ i>S 

Drains Kilk i 

1 SOffii 

f?7 

V.jgK A m >:■ r 

SNm 

NU 

■ ■ 

Sitoer Shield 

m*\ 

-.Hi 

WirarcTs Wand 

ESflfl 

- o 


Item Store 



PRICE 

Apl 

.Vldiul Hftfr 

R 

m 

Amidbtr Kerb 

Ilf 

m 

Fairy WjIjce 

2i! 

MA 

Wing^ofW’yvcnfl 

2? 

HA 

*■ 

Hull Menu 1 lerfc 

M\ 

MA 


Fawn Mwh l : nw.dtr N \ 


I So you remem her tin.’ Great WiiJcrd oil Grceiilad? S it said lie want©:! the 
Staff of Change. lie also said he had heard the minor that the Staff of" Change 
was kept by the Kang ofSaiuanao. h\ time to \istr Samanao. 









ijoie, yu.i ini-e u-e '1 fjve 1 rata. Find a 



■MHnninraiHj 



_i 

Vi 





ff Thi vel l,)^tN» hl^ltlLV Hl'p uffhljie one to, 
{Use tile other two Travel! you will gain iiifiinnanBW^^ 

■ to the north, r.rtws ihe 


dn Promontory pi’ Olivia.) Once tr,imported, vl- 

.ind walk to the south wag along rlie iiiouiH<HiB. 

Get into the Castle 


r ennam e is ifridly mi: 

■ ■ a" 


l : i Invisibility Herbs won't 
[hi front doorduesn’L work, try a back 
In'ir. There is one for the kite hen on 
die eii.se side of"the castle, i !o to see 

in the cfeiiter of die castle. 

V ■a>ii will be caught by hb. gp.mls and 
Liken to the jail downstair*. A .short 
r.- v an the \aH will produce valuable 
mfannatacm, , , , 








1 .... 

B IH BH 1 









• 









ffl A* Qt 4 «£ J&f a* tSJM . 





I I L* 


(■‘>iTSdrtt , r in S:j m;i i iao said you would find the Mirror of Ka jh chis ca* ,.•. 
second basement s* filled with many CTensme du'St*. You can be grecdv tor 


ni; iit and indulitc yourselves in * ... hum. but bewatu that 

■. k* of them w: Mimics; leihal nioiwtetfs. 
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Pitfall 








sneak in to lye 
amamoTTf vBtnwui not 
igyre out how ro get to his chamber, see ffie hint on p.iye 7K.) Sr* 1 1 d by the 

-raping King .uni US EL the Mim>i of Ra The true ibnu of the monster will be 
■•*llected i.i|Kin 1.1 jc mirror. When defeated, die monster will leave a treasure 
best. It contains. , . , 

Try the Staff of Change Yourself 

5# - 5 ^ he Si.ill of <Tb;mge is too ginnl to ;give to the Ureal 

Wizard without giving it a try yourself. USE it to 
;.Vi a change your appearance. (See for the first time die 


■^fer having scotie itln with ii. imagine wajrfj to put Lhe staff to real 
■ Do you remember the item store iri the I Ikltfeii Village of Elves? They didn’t 
■lit your business, but if you can assume the ibnn of Elves, they should treat 
■ on right. The Wizard's king and the Magic Kobe will be got>d buys. 


oeing inaiiksui, ne vein gpve you me manors i njgjs 
I Son? T his a t ».„■ 111 indicate* the distance between you 
and file wandering Phantom Ship USE it to help you 

zero in on t he shin. 


F jffipgh Yon can reduce the porenri^ 

\^5 /employing the "PAFUfY- I'lCi 

Nefecr PARKY and profile A Button 
Uan C<r r,hc sdccadii by pressi?>g the & Button* 

afltf thc-n wtet* HGliX-andprew* rhe A 

LiSiltUMi. I5y employing this U'-; hnii.jLi-.'. ymz r.ni 

aLti'ick t iJi. iiiH^S while biiiudai: i ig frnm llif 

eft etc of PARRY. You may think dtr cstra 
steps re'.|ijii ■- l) a tniisatice, bur this iechiai(|ije 
will be qiitte useful ujEpmt jjtfoog cricnnies. | ■, 


Liwmws i 


Notice tl ie dslTeirtiLe! 

el-T PAkRY-lteHT 


«■■:- ■- ii .mm ■ wmm mm pri ■ rf 


■ ■ ■ 
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Th^Phantom 


. ir 


if 


LEVEL 




I ! 




▼ Upper 
Deck 




* 

R* [.- : I: I • ; 

: S ' 1 ’ 

■ r 1!' 


■ 


■ . * 


mw g • • • • • • 7 ■ n 

b ■ a 


-I. it 




Lower 

Deck 


»i 






(l take* Lo 

lirad the Phantom * 
since it is sailing 
aimkj&ly ill max the 
world, If van find ir, 
pull your ship 
duj^Sik- and 
hoard die Phantom !Ship„ 

! Ai.K to l■ v■.■ ryi1 i e (alive cm 
imr), In a room on rbv 
lower deck, you will 
liml some treasure 
dieses. One of them 
com a ms d ie Lockei of 
Ix)vo. Bin which is ir? 


Go to the Promontory of Olivia 

if you've I ALKed to die ohl nun ar the !Yoiiioncot> of 
Olivm, you should be able to guess what to do with tire 

Locket ol Low, While your ship is being pulled hack past 
tine promontory by the vuise of Olivia, USE the Locket of 
Love. The curse will be lifted and you can now go ten .. . 


• •• 


Get Inside the Shrine Jail in the Lake 

TALK to everything (including firfcd) You will fmd the spirit <tt" 
ihetv and it will iftsiruct you to SFAK.CH arotiEiJ his Unly fc You w 


A . 


• t 


t 5T7 


LLWL 


of Nee rogpn 


- V»* 




■- *. 


" ar 


* 

m 



f Jle l>mpliVt so, fnzaiui sime von wmild itave Lhc'Swq.rd 
of Ccdainto n vcilcana'v enter and yomr.-avyit -j&rifi would 
ijnfettbtrfblrd; yen. fio to the cr&zfW the South i >f As or m i 

■n d if fclv f tl -bvP* LliPSlS^tf'd ;:l’Ti.iTa;Tl!ra il)e-E'Tt1u ; r If will 

■fuptj causing iTpokicn lav:i to flow into the liver and 
•sdrdily. eoimecting the ‘■bore to the valley ofNeeksgoiid. 

W,dk south and you will reach the cave of NL v crogorid (if you arc strong 

enough). 

Penetrate the Cave 

On the other side of the cave, there ts. a ri ny shrine. At this shrine, you w 
and another i '5rb. Don't, let the short dM.iiiec* between rwo openings of tlie un e 
-iitice-you to elite? unprepared, Many ufcbn&tfrs, more powerful and dwHstatiiig 
ill-i any you have encountered to far, await yon inside. It will noL be easy to 
■ other side of the cave, hut don't give lip. Make as many rerreais as 
■ i□ need using the Outside and Return 

Think of diis cave ts the kw toumng pound before eoBfmmiugf the 

i k tofiend. ILeiraiOiw 11 you eamioi pcUefi ite Lh?sCavt\ yon wOii't Stand a chnnct 

Barambs 

lie sure to check every treasure chest while you are in the cave. Two of the 
most so ugh t- a t ter weapons arbtf armor are hidden m die cave: the ] ighming 
Swstd aiid th$ SiVLirckxIge Armor. 
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So you finally reac hed the other side of the cave ol NocrogpncJ and rec eived 
mother Orb from the old man in the tiny shrine. 

fton [Mfeira 

Now you have all six Orbs; (.preen, Purple, Red, Blue, Yellow r and Silver. What? 
Vihi dort'i haw m\ Orb* yet? There is ik> point m criming to l.umLmd unless you 
vi them all! You muse retreat and retrieve rhe remaining Orbs See page Tt if 
. ™ need hint* on locating the remaining Orbs. 


I ike all, sax < >rl>s to the chamber in 

l ianiUtKJ. Place one oftbe six Orbs m 
i ich pedestal an the aJtai attended by 
i vvin maidens. (To p l act* an Orb, 

! proach one of six pedes tab, select 
Tf TM S then an i >rb, -and finally USE.) 
( Um aic oi no significance, You «:m 
p ice any Orb on any pedesi■ 1 .1. 

After placing all six Orbs ini the 
pedestal*, wait jvttieiicly. The legendary 
bird, Ramia, mU your 

eyes. She will fly you to the castle oi 


i i 


i! 


3v 


L» 


o r. 




flare (USE) 

one Dili cm a 
each pedestal 


.. . Utert 
leyendjtry 
Bird, Ramia, 



wi.i- appcnr 


.iramdiu 


How to Ride Ramia 

Tb ride Ramia. move the lead character of vtrtir 
party over the back of Ramia and press the A button. 
The rest of the paity will follow. Using the ♦ Control 

direct I Tu n is to fly in the dilution of your 

choice You i p^tsevenmee has paid off 1 ! Now you can 
ioar over the land of Dragon Warrior 111. 

N,.w you can flyf 

■ I W' 

How to Land 

To laud, pnSfe the A Button. Move your party, using the ♦Control Pad, ofT 
U unia. Note you cannot direct Ramil to land on places where you cannot walk 
ii h as-craggy iimiintains and seas. 



















































































i$l irPOT^ mcnibe riyyour paTtyu ■> 

A* soon w.tne battle starts., have the WSwiffTt^c the Bikill spell on am^ 
if? double i ht m u ai;r,:4 1 k powns, .uid luve the Pilgrim or tin- Sage cast the 
increase spell to iriaxiriuze I heir defense power. 

V on on be assured (hat no spetl wiJL work On Skmimos. So dbtft waste 
i* -ii:-- or valuable MP casting spells, qii Paramos. The Pilgrim or the Sage dfw 
I cv ,t tre 1 ji r 111 in (he HP ot cadi member of the patty .iihl heal the wounded 
With the Wizard and the Pilgrim or the S.tgc as the support group, the 

inembfiP who eKcd 3n fighting (the J lero, the Soldier, etc.) should keep 
■ leliifering direct blows, The battle will lie a long one. but with good ccamv. 
you should prevu i I. . . , 


After enjoying >£>o ie relaxirtg excursions in the sky ort R.imia, yOn wi onr m 
launch Ail assault against "thy enemy,** the infimoLis Aivhfierfd 
direct R.uma to fly you to the osrle of ISarvimos m the Nccrogood. t . »{ / 


The Castle doesn't seem luge, hue even 
with .1 map you would have a hard 1 ime 
navig.uan: ; ; rhriMieh the caxik- Cm you 
rroch tile chamber with three treasure 
chests? One ert them should contain the 
Demon Axe. probably the strongest 
weapon a Soldier on he 4M|i lipped wirh an 
die world ofDxagpo Warrior !H (Ik sure 
to HQU3f 3 the Soldi* with this weapon -as 
mm- i 1 you find it.) 


Barrier 


Fn rhe basement of this castle, awjits Baramos. Can you find die way to the 
tascmtfnt? H you have trouble reaching the basement, see the hint on page 7 1 J 
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Wlifti yim azri ve jt the town of Aliahan, cwi 

n eems to know of vonr h/i* /mi l ih+-v thank y 1 >i.v. 

J ■* 

your qucsE any. orders :i cclebi-Mion , . , but then 
our or nowhere, , .„ 


(MFl 


■mha s bar fTvi 

] .ini Zemin, Master Archfiend who rules chc datk rCPtfis jL 

"By the* powers I possess. Wore Ion*,;;, this world coo wjJ ) 1 l>e 

locked tin darknesfl. -, 

I Tie KiiiLr depressed with yet another threat from the dark realm, dismisses 
you. You arc exhausted but dmAfe to continue youi quest Where ik> vu4i uo 

jfn a _ _ — % 

from here . . . and how? 

Remembering the G reit Pit of" (iinear the vA&te of Baramcw. you visu i 

• • f • • - 

ag.nn. There is a hole in the floor now. Being suspicious, you iLimp into ir 

and enter. 


T o wn 


on SiOn- 


Wjjsrd i Wand 
S-uH el JiiiLitYil' 

Ifcqs-m Kill.'! 

T 3 1 S-wcird 
Snocd Robe 

I Jrjgjpii Mati 

Magic I*®!* 


2*m\ +b 


World of Darkness 


I W 
faflkkste I krti 
r-±jr\ Wajcr 

Wir* of Wv.Wlh 

h:;l .V.::«y?i Herb 
Invisib -my I bn 


Yota must gather information again by 1 ALKiugco 
eryone you see. Be sure to Open locked doors if you 
any. You will tnr surprised by wIm you fcnosi in 
1 1 1 is town. I it as on the aOpond floor of the 
« riding on the north s l de of town, l ie seems 
drilled now and,, m appreciation of the compassion 
von once showed him* j^vesyou: so me infonmadofi. 


I hfre !•: r . l.m : a tf o 11 

upstairs. 


U-Mli J*? 


U'rj-n 


MERCHANDISE PRICE A 







y* m 

r-i y /ft, | 
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Hr aO/EA-f t&i Marik, 




Where Are the Stones of Sunlight? 

They don't seem to be in the uiwicigroiirid chamber 

outside- the c.isdc » you may have hoped. 

Thine?, aren't th.n dm pie. Your old acquaintance iai | 

the cr^le town said "... in T«]«|d Castle/' Shouldn't 

YOU IflQl for it "inside"' the castle instead: 

■ 


Is there a 

■■.LXLiGid flour m 

the kitchen? 


h 


he 




HI IMirkV 


.. 


SAO-LUd 


TAL 


the 


OJL 


rot 


mei" 


k 


Ate the 

Sunlight 


! mm i 

j 

ft ' ' rr 

& j 

i 
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IF 


▼ 





ht? M 


1 i I > I i I i 

y iuw 

11 P M ! -HHF 


1a4 
- ■ 



Weapon Store 

E 3 

Bttud Swoetf 


1ANM&E PRJ< 


Hammer 
iJr^m Mill 
Water HuflgCtait 
Silver Shield 
Urn CM 

Item Store 




BSi ID 





iMnfcciJ I letb 
Pair, Water 
WjftR .rfWyvcfJi 

Full .SI l>: 11 a Hfirh 


Miire mtichstnifa nay woo* 
available. 



■1 


lit this vtUage. you find a couple Iropii Jipang, Anxwrdmg to the wife, they 
Med jipang when it looked like tli-ey wfiv to becoiw rhe next offerings m the 
i?i hi. She also mentions that her husband us£d to I>c ^ %woiXl*mkh in Jipatfg,- 
now runs the item store in the town. Do von think lie can help you irs some 


Way 






ThM - - 

^ ^ 3 p-ic hL&W Gp i>ur . 

' TAe S,*A/-EJf p/iyAf iflU^«W4^c4« wfW d 

- Tfo| ShtShUi 1 iiTt^ ^ tfa 4* 

* tfe &V**M if Sftt ^ *W4ita*®0 

tfiffTT. 

* ZA* MMK W tAt d&m j^jhjLHq *tfW’ ht OAi^' & £i . 

- rAr S W^td mate ef $*U ±«. - 

" L#a f - <!*/. /UL^A+t f-tt-TTi G*«*i SktHiiW 1 Mfc iW# p ■£&■-«£ 

'' f 
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MEM'H ANUISE iFHICF. A/D 


Ztfltibir S£k$J>jr 

StilE of JiK^nwrr 
5i&id Kobe 

Dragon Mail 
Sfrk$d WStiviigtf] 
[X-agn-rr SwiirtuiL 



2’U.i 
4-Jin 
9tW i 

! 3001) 

TtEKHH^ 


+6$; 

+30* 

MS 

M'l 


Item Store 



* 


Mlift.f:H ft Ni WMi iKRtCE I A/D 



-IB 


i4 


IF 


M?died Herit 

AfifelcNe llab 

Fair. Water 
Wing of Wo, err. 
Full .Vliiuii Herb 
FftMjn XI i tfh 


2f I 

Y-, 
U\ 
SCI i 


NA 

NA 

NA 

NX 

NX 

NX 


Find Orreon 

There as. a man who is a l$o looking for Qricon. He 
Kiys he- 1 1 oard then- u ere %uthe in this tow j s. TAI K k> 
the two women ha die outer eastern 


of the 

town. One. of them says she taw■ TOniertamg ^tittering 


:n, 


. SEARCH I die area 





Check Outside of the 
Southern Part of Town 

There are a few building at id a 
pasture there. I Jojn'c ovei look 
them- 


ffiy 




% S-? 


if*. 
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v ofr-nOw 


m stare o 


■Focessc 


li in some way. If you carmoT 


can ne 


Dcpressed with the fear of the Master Archfiend, 
h'jlkt people here cJcjm't v. mi m work- Except the o3ii 

man behind the barrier, they don't vein 
iiiifumiativ*-, either He sure to TALK to the o3d main 




il-jfut vvJi it rtn^ it'dor Well," it is of no use fry UH 


ii iire our whai to do with the Orii on, m i- the him on p^e ?9. While you .ire 

village uf'KoJ, don r c forget to look tor die flute menrioried by .i 

‘■'/Oman in the town of Hauhaies*. 

Get the Sphere of Light 

you don't have the Sphere 

; ■ ■ to the world above and get it. 

yon ask. I >id you notice that there was a 

■ i.i £■ on lire north bank of die rivea which 

nu to the l 3 rom^nton J ai Olivia? ]f you 

■ ■ 

Xv* re care fill, yon should have caught ;l 
i ,l npsc of it. That is the castle w here the 
I B .im Queen lives. Visit her in her chamber 

L * 'ii 

Im ned m die center of the cjsrle. 
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lLEVEL/ 
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■ T 


i"jru 


• 5. ■ 


I c 


! 




<i L 


I'll 


tm\ $Gpbs V\ 

WJfiapon $'tcw 


Falcon 

Swtfd of Dcktcch. 
Cba k ufEiMDai 
Miyir Armryi 

Sdm Shidkl 

Iron- .Milk 


-I5U 1 1 

2#jGi 

5Hi.il 


TALK to evcryoflic. <so into 

ever,’ room von oh find in the 

i j 

rowrk An uolikt-'ly pawn might 
give you* a very crucial hint. 
How-n.tr, whdttet lit, 1 is a 
reliable source is unknown!. 




6 


e ronipbins. rhai her 

boyfriend fold her m 
■ 

V. .1 U " tl the edge of 

ciswiTi’ and he- i?: btc. 

C 'ouU he he waiting tor 
liar il lmih or the irtliiT 
edges of town? 


* 7AmE A i-fl ZAf Z&+‘ RplIiLA j&ifrtid Lrt. 

* Vr' pf filial 1 ^rf ^ r u h £**&&&. ^if 1 -ryyaj**. a/ 

tAi. H* im fa* ■™p‘ cy p £JU& §=£&«</. 

11 ffc. 5 ojjk" 6 $tfrM hfMi 4V£iyt&W : i iww' 4-rt^' JWM&fe 

* Tkiii o- .a ■jieeri4/”^flL < y. J s^f it/uW iAr ^ t/i^ Ab/f/tiMuf!. 
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The old man outside the tower 
says that if you have the Fain, - Flute,. 

■ I 1 I 

you should go up to the fifth floor. 
Bu t you eaimor go up hi yA icr than 
the third dour from There 

a corridor ort the ground fl-mar which 
hats, the first flight of stairs leading 

Yon can eiutcr the 
corridor by jjiMiping otFrlve north 
opening of the third Boor, 

Check Every Treasure Box 

Dp you remember what y 
heard about the Armor of Radiance 
in che town of Rmuildar? it should 

be in this tower. 


How to Walk on Rotating Floors 

This tower has Rotating Hoojts, tricky section* of floors new to you. When 

your character* are on the&e floors, thd;i niovemein and the normal ♦ t 'oncml 
.■ 

Pad movements don't correspond Althotigji it may seem there is no rebliotkihip. 
herween rhe direcricm you enter by using the ♦ Control Pad and the actual 
uspyein^nt made by your chatterers on the screen, there i* one simple 
rdarionship, Can VOW find n" If ym can't figure, it OWt, see the hint on page 79. 
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the spirit ar the uinfcr^ourid shrine 

h ■ oi t !;'mtliri. She will give you the Start"of Rain. Nov. 


Vi IU 


■ rsoukl have all three ntcefsjiy items 




wl.ind of the Master Archtleiod; the Stories 

rln. icaffdf'Rjin, and the Sacred Amulet. 


See the s,Lge at the underground shrine me the 
island south of Runnhin. Satisfied to s€e you have 
col Ice ted all of rhe three t racial items; he will give 
you the Rainbow Drop. 


Ar the promontory jijprthwesr of rhe iow.n of Rnmddar, 


the Rainbow 


1 h. ;r The Rainbow Bridge will appear. ccm net ting die Wand oE the Archfiend 
.md die island ofRimiddar, 


Do 


■ ,lUc •* i 


Do 


• B • § - > * I" ** 

i!iinn!: lying prisoner you saw in the Down of Rimuhtu 1 1 aij 
L il i cling the truth that tame. . . . (If you cjiVtfijid the 

79 .) 


Maybe he 

B * ' 

sue the hint 
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On dhc fi frh b.isrmeni level, you will witness a courageous w aritor a 

rJfcGiHe 5s the- penoti you htacd so much about at many of the plate you 
visited. . . , 
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How to Fight Zoma 

( in the fifth basement level, you will see five treasure ehesis, One of them 
trains the SageS. Stone. Hits mm n when used dm ing a battle* wonky like ihu 
I I .las speM. Have the Pilgrim of Sage member of your party cany it. 

Zoma awai ts you on the sixth basement level. I le is protedbea by three 
I- dyguanls. Defeat them, chic by one. Before each battle, be sure to restore 
i- maximum HP of each character. If you have the Wizsisfs f-ing, USE at to 
also restore some M R 

As soon a-- die ban i'-e with Zoma begins, USE the Sphere of Light. Being 
lie Master An lilieml o! the Darkness. Zoma ft susceptible to the power emitted 
■'« die Sphere of Light. Without it, yon cannot infhcc any damage to Zoma. 

.As always, the Pilgrim or Sage member riimild concentrate on healing iJte 
v• nmided. The Wizard should com cn.tnfr; on doubting tin- attack power of 
. • h member, by cawing the 1.3ikill spell Don't waste turn* or MP by catting 
aL i k spells whkli doii'l seem to work on Zoma. From midpoint of the battle 
• ii ifdL Zoma will breathe out air to nullify the effects of alt magic spdis- Ihc 
S.tge's.Stone will, then, be indispensable. 

I . - cn with an elaborate plan and coord in,; red tcaniwork, you will find Zoinii 

..-i m-gly impossible to defeat. Believe in yourself. You will win . . . 

- -vet finally, . r if you are dbiertniriedi. Good Lack! 
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Where Is the Magic Bail? 

Ail okJ man in the vitlagL- of R.«ve has one. Look for him. 

How to Open the Seated Stone Wall in the Pyramid 

On the third floor on the wall to the south, there arc fourbuttons: re. u <m the 
lmsI side and two on the we-* side l l ftSs One of the two button* Ofl die .east aide 
first and then one of die o theft two on the west side. If" yon press the right 
buttons, ihe wall will opera, ft not. you will tall through the trip door! 


How to Arrange Three Boulders in the Castle of Eginbea 

Yon can attempt to jffriiige ri i iee boulders as many Dines as you (ike, If you 



:l - ;i m 



, exit die chamber tad re-enter the chamber w 


yon arc 

ff-id'y The screen slu>Ls below ilktitrute one way 10 move the boulder on the 
left to the blue floor: 



Push 

tisi 

the wai. 


fight L'.:* rta:ikii 

room 


right. Be catefti] 

mn to 11 tu p k in th? 

pond. 


bow Ider 

left cq the 
blue flo-or Repeat 
far The other 

hmild<TS 


Where Is the Missing Ally? 

The ehar.Rter sen t .away ro limbo by the Limbo spell will be- returned to this 
world unwarLed, He/she will be found! an Luisa's PUac® in Aliy ban. Sec Luisa 
tad A] >D the ally buck to your party again. 



See the illusEn-irioN ol live castle of Samanao in Scot ion II Notice the cower on 
the ease side of the Castle Enter the castle through the kitchen door on the east 
rid®. G® Up the tower to the top and jump off through the opening ro the west 
Walk on the roof to get to the King's Chamber. 

Where Is the Sword of Gaia? 

d yon TALK-ed m the ^Hrirat the shrine jail by the Ihvimornory of Olivia, you 
should Kinm that the Sword of Gaia is hidden around one of the bodies there. 


SEARCH the area a 


nd the bodv 




Where Are the Six Orbs? 

Green Ort Visit the village of’Tcekitki at night. Open the Final Key Door of a 

prison cell and TALK co the prisoner there. 

Purple Orb search the treasure chest the Orocha iojqxhig leave* when sin- 

ii 

Red Orb Move che boulder outside of'the House of Pirates and SEARCH the 

spot. £ !limb down the its in, 

Blue Orb SEAR Cl I a treasure chest on the thin! basement level of the Navel 

of the Earth, 

V :ISqw Orb Vi si i the new town often and T AI K 1,0 the Mercliant. When he i-. 

impriy.Hied, lie revests where to look lor it. 

Silver Orb See the old man at the shrine by one of the openings of the ( a v c 

of Net^rogond. 

c w to Enter Baramos' Chamber 

■i'l -:>w fliC rOUCC On I link'd below (llw letters CtiTTi'spnrid to th® 031®* ill til® 

* 

«li.i: -Iil ot the cautl? od Baxanlu* in Section If): 


2F: 


B 

t 


IF: C 
01 : 


A 

4 

D 


* 


H 


K 

* 


D 

* 

*Q 


4 

D *f 


C 

# 

F * E A 

4 * 

C + A 


B 


Baramos 1 

Chamber 


Where Is the Sword of Kin 

Er the Orivon in the ptaure of" the cmvn of TLiukuiess and go to ihe \ ilJage ol 



st 


•« Sell the Or icon to the owner of th e item More who used to be a 


1 v> i>rd$rnich in Jipang Leave; the village and coin® back later, 3 le will have 
|i itged die Sword ofKinp arrd put it up for sale by then. 

How to Walk on the Rotating Floors 

V 1 . !i«i you are on a rotating floor, pressing the ♦ Control 
r id in [he direction corresponding m the dark side of" 


I ■! 


■. If 



tin- floor moves you up. I or example, when son .j re no 

« of ill® floors in she pU lore to the right, preying left 
4 Control I fid moves you up. Try LO figure out how 
• ilher moves on be controlled. 

Ho to Reach the Third Basement Level in the Castle of Zoma 

I i * e«kl gening trapped in tin? infinite loop o i the seomH.1 basetnenr, yoii must 

>•« a 11 lie second basement through a secret passage. Do you remember what 
iv chronic lying prisoner in the town of Ramiildai said? SEARCH the area 
Mill"! the Throne on rise first basement level. You will find tHc tonitt ro the 
|iUMtfg£- 
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Armor 
Black Ph 


TALK'. . 

STATUS 
SEATtCP 
SPELL . . 
I T£M . . 


EcJibrig TJute 
Fai ry Flute . , 
rviiibi; ty Hert 
Kays 

Final Key . . 
Magic K&y , . 
Tltiefs Key , 

[ octet 0 s love 


transfer 

DISCARD . 


Meteorite Armband 

Mirror of Ra , . 

Glide Orb...... 

. Oe«-:l 0 rb 

Purple Orb. 

■ fted Orb ...... . 

Srlver Orb .; 
Yellgw Orb ..... 

Qricoh .. , ; 'J . . 

Ffanbow Drop 
Roya J Scroll ..... 
Sacred Arr.uiet ( 
•Sage's Stone . . . 
SaitorsThigr Borm 

Shield oi Heroes . . 
Sphere of Light . . . 


i he -Cat'-* o f Efthc 

Th^ Cave West yl' 


Staff oi Change 
Staff of Rain . . 
Sword os Gaia - 
Sword Ql Kiras 


Wake Up Powder 


Cattle 


Rosier 


■D 1 • Y LIMITED WARRANTY NINTENDO GAME PAKS 


III 111, T I 

I r i ■ ^rn 

flull Ihi Li 
Ml •! ■ll*- 1 - I 




hi 


■I 


MltED WARRANTY: 

...Ck-pnr-alion ("£njif") warr^n^loiht 1 
ctewr Itel Ifite Enix Game PakTPyUCh 
jniidt^cls-in anti *CHHroait£ftlp 

)l 90 da yt Ptoffl date lH pj-cliar.i!. !H delect 
‘ns warranty c*x=ur& during lhia 90-day 
■sad, E/liX will it'phir dt replace rJift HAK 
»IrnK <nh charge 


This wiirr-arty shall rat aupty if The 1 PAX IS* bM da- 

maged by r-eqligemse. accident unreasonable us*. 

iRfiperiftg pr by r.hhnr tniJMm mrr:inled 

k del«asve maiariais i* svcrtra iibN p. 


111 I 


I I 1 

Mill r 




II 


* this «¥&frflnty wrvlw 

• r return ycur detective Qanw Taft tu 

I I f I n 

n s Erik Cm an mar Swyiw Oapaiwwisi 

rtfi-m requiring warranty! ssivtOB by 
■ }& &61-4927. 

'■'tip.' Servco PfpwImfliTt is in opera- 

1D0O A.M. to £00 P H Pndlw. Tira. 
Itougfl Frdfty 

i' x Serves RnprefrailrtMe 15 unnhc? lr> 

! ifobteri by phone, fie willprcvioe you 
im a j,j 1 hon 2 ?t 1 <3rr nijrrljer- Srrnptypis- 

'isirTDef Ufi Che dutske pacfcaging ul 

i tw» i live paK and re tun your Pw 

IT PREPAID AND INSURED FQfl 


WARRANTS LIMITATIONS 

ANY APPLICABLE IMPLIED WABRANTtiS IN¬ 
CLUDING WARRANTIES OF MERCHANTABILITY 
AND FITNESS FOR A PAflTICIilAR PURPOSE 
ARE HEREBY LiU TEO TO 90 DAYS FROM THE 
DATE OF PURCHASE AMD ARE SUBJECT TO THE 
CONDITIONS SET FOHTh HEREIN IN NO EVENT 
SHALL ENU( BF tlARLF FOR CONSEOU@NT|Ai Ofl 
INCIDENTAL DAMAGES RESULTING FROM THE 
BREACH O ANY EXPRESS OT IMPLIED WARRAN¬ 
TIES. 


Tire previ signs pi thft jbarrgtnly aia vrIkI in the United 

Slates only Some siaies do (jori alow ifriiiarfona 
m hgw ^iq^nni|4led warranty luls of. *:» 0 osipn 

i^COftseipjeiHJa: cu noslwila: damagec, sd Ihe abavt 
lrnhE#3ne and emSuftton may nog apply la you. Tnis 
warrwilry qivnK you fjpucilir; kigal ng2it^ anb ygu may 

aJao have alter rignig which vary from Blare is siae. 



:! DAMAGE Kwllwr With youf 

rb.—— rwn#» fj i iiniigriMta— 

i.v purchR^g wltin II 

a'lly period W. 

2S79 151kI PL.H.E. 

Hedmond. WA B&DSS 


COMPLIANCE WITH FCC REGULATIONS 




i<fi| gerror-ates and rarlig ■*r*Rf^.iflrcy ^nsrgy nnd il nal ir&“alted and used properly, tfrOL is, Vi 
||ijNdi> larpcici wilh die rtissnufacaurer^ irrsiiatlkite.iV^y tauSS inlert*iSiX* to fi0- a'Xl teiwaksn rnc-np 
: •Xu' iyp& and loond eamW wdi the limits fgr a ClJiss & cjgtrfibing dnviixi in accnrOariLe 
i • hDatnans in Si.tpar 1 J ai Pan 1 S bl FCC RUei. which ate desired io provide rsaaonab e pro- 
m i such irariftte n a ^eepdaneal ireta*aiqn Hcwrer, there z ™? guehranm* dipt musffcr 
■nil r« -: ccourkn r parliciilnr msln. ; n1iar II Die Kquipnerri bobs tauSe irVerlenirVje Bel radO Or tefeviflion 
wi:»ch can be determined by turning tf-pe eqLapmehl oti arm on, ihe user is eroowao&d m iry to 

I i|v • »i|r : r 1 *r*roe tjy on^gr rrnfg nTlhfl telewiing miasi^cs: 
receiving anlmna. 

NES wfth r-esp#cl to the rmiMOT- 

S away Irmn I lie receiver. 

lllp tj* j no a d teram -oUiet bo Lte Ccfdroi Deck and rdonw are ixi ui^nrniY e-rcutt 

jsbt should corsLfi ihadbater dr an ^jcnerienotsl rado/te ov'^-on cechmdan tor aildQwipl 

• use*-- may IEnd the fdl&wrnft bwWet ^orepaned by lte Federal Oormninicahcfis Corrmissor. 
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ph fv •»'■ t’’ y and Resole Ra*o TV I merles nee ProW&Tis, 

H BlUi li« 1 1 . railaSJle Stom -ne Ij.S. Ggvemmert Prhling Office.WaShfKjIsjn, D.C.3M02, Slock No Ctf-l 





















